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VENEZIA 1923 


Death (and love) in a (Sondola 


Our heroes head east to the city of canals, and there its past glory, 
present decay, and eternal romance affects everyone, even Fenalik. 


bu Denelope | ove 


THE TRIP FROM MILAN TO VENICE is a 
short one, of a few hours total. This leg of the 
story begins in Milan's Stazione Centrale, where 
Maria Stagliani is introduced. She too boards 
for Venice, her home. The investigators travel 
with her and witness her reception at Venice 
station. Events concerning Maria and the Left 
Leg of the Simulacrum develop concurrently. 


SCENARIO CONSIDERATIONS 


This chapter consists of two independent ad- 
ventures, both potentially deadly, one super- 
natural and one mundane, each unconnected 
with the other except through the investigators 
and the sharing of common time. 

“Love” and “Death” interpenetrate from 
the start. Alas for optimists, whether or not 
true love triumphs, death usually concludes the 
Venice chapter. 

The “Events in Venice” section gives a day- 
by-day account of the story of the lovers, set 
against the rising terror which grips the city. 
Track the days, and describe the mood of the 
city accordingly. 
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The clue trail to the Left Leg is described 


in the section|" Searching for the Simulacrum.” 


А side excursion also uncovers the medieval 


[ove in Venice Timeline 


Day One—Evening. Georgio Gasparetti visits the 
investigators at their hotel: see “Georgio Calls.” 


Day Two—Daylight. In the morning the investiga- 
tors receive a message from Maria Stagliani: see “A 
Note From Maria.” 


Day Three—Daylight. This morning the funeral of 
Maria Stagliani’s father occurs: see “The Funeral.” 


Day Four—Evening. Soon offer sunset, the inves- 
tigators receive a second message from Maria: see 
“Another Note From Maria.” The missive alerts 
them to Maria’s dire need and leads to “Maria’s 
Rescue,” the climax for “Love In Venice.” 


N 


Venice 


šñ/AMaAMAMAMAWAMAWAMAWAMAWAWAMA: 
Venetian Glossary 


Campanile—Bell tower. 


Campo-Square. All squares in Venice are campos, 
except St Mark's Square. A campo is usually named 
after the church in the square, e.g. Campo San Polo 


Canal—Waterway. In Venice only the Grand Canal 
is given this title. 


Doge—The title of the ruler of Venice until Napo- 
leon's conquest in 1797. 


Fondamenta—Quay. Boats are moored outside Ve- 
netian buildings. 


Gondola—Water taxi (seats 4—6; large ones seat 8). 
Palazzo—Palace. 
Pensione—Apartment. 


Piazza—Square. In Venice only St. Mark’s Square is 
dignified with this title. 


Rio—River. All waterways in Venice except the 
Grand Canal are titled Rio. 


Sempre Dritto—'Straight on’; this is the standard 
reply to any request for directions in Venice. Please 
note that nowhere in Venice is straight оп. 


Vaporetto—Water bus. 


SM MAMMA 


manuscript The Devil's Simulare, which un- 
locks the optional Cthulhu Dark Ages scenario. 

The Traveler's Companion contains addi- 
tional information about Venice, including 
some locations featured below. 


KEEPER INFORMATION 


The Left Leg of the Sedefkar Simulacrum ar- 
rived in Venice with Napoleon's soldiers in 
1797. It was hidden in San Marco Basilica for 
many years before being stolen by a member 
of the Gremanci family during the Great War. 
The Left Leg was used to repair an automaton 
in one of the city's many clock towers, where 
it remains. The thief has since died. None now 
know where it is. 

Venice is a cultural glory of Italy and of 
humanity, but it is no longer a political or eco- 
nomic capital —no chapter of the Brothers of 
the Skin exists here. 

Professor Smith's clue puts the investiga- 
tors on the trail of Napoleon's army, so they 
should follow this up in the city archives. 
However two subplots distract them as they 
follow this lead. 
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Varie 


Venice is a city built on islands in a salt lagoon. It is best 
known for its canals, the largest and most important of 
which is the Grand Canal. The Grand Canal and islands 
immediately surrounding it, collectively called the Rial- 
to, form the center of the city. Ship and train link Venice 
to the mainland. The rail junction is at Mestre. 


The city’s population dipped during the Great War, 
and is presently about 160,000; with the construction 
of the new port of Marghera by the Mussolini govern- 
ment, the number of residents will increase to 207,000 
in 1928. The island portion of Venice measures about 
four kilometers east-west, somewhat less north-south. 


The main form of transport is by boat: motor launch, 
vaporetti, and the famous gondolas. The vaporetti are 
steam-driven water-buses, seating many passengers 
and plying set routes. The gondola is the equivalent 
of a water taxi, long and narrow (32' x5") with a high 
stern and prow, and a curtained cabin for the comfort 
of the passengers, all poled by a gondolier (pl., gondo- 
liere). А small gondola seats four to six; a large gondola 
seats eight. 


Venice also has many alleys and lanes. The city is a maze 
of secluded courtyards, bridges, archways, tortuous 
passageways, dead ends, quaysides, and dark overhung 
back streets made doubly confusing by the system of 
street numbering. The city is divided into six districts, 
and each district numbers its houses from 1 to 5,000. 
Only locals know where one district ends and another 
begins. There is only one true piazza (square) in Ven- 
ice, the Piazza San Marco. All other squares in Venice 
bear a less-distinguished term, campo. The Piazza San 
Marco fronts the Grand Canal, the Doges’ Palace, and 
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In the “Death in Venice” subplot, Fenalik, 
the vampire dogging the investigators' foot- 
steps, succumbs to the atmosphere of Venice, 
a city he has dwelt in before. He cannot resist 
the temptation to stalk the alleyways, to en- 
gage destitute gondoliers to pole him along the 
canals at the ebb of the tide, nor to engage in 
a few unduly-picturesque murders. His feasts 
cause general panic in the city. 
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St. Mark's Basilica, this last arguably the wealthiest and 
most ornate cathedral in Europe. 


Venice contains many magnificent libraries and mu- 
seums. The Biblioteca Marciana, for example, houses 
over 550,000 printed volumes and 13,000 manuscripts, 
many rare and valuable. The architecture of this edi- 
fice, the former mint, echoes Constantinople but is also 
built in high gothic style with gargoyles at every corner 
and waterspout. The archives of the Republic, though 
damaged by fire, are held in good order at the Francis- 
can monastery at the Frari. 


The cultural tangibles of her past glory are everywhere 
manifest; the living city is also a living museum. 


THE CHARACTER OF VENICE 


"Venice in winter is cold, still, and vaporous. Days of 
rain, rain, rain, and fog alternate with spells of sunny 
brilliance, when ice crackles on the fringes of the canals. 
Nights are tomb-like, the houses wrapped in shrouds 
of mist, lit only by occasional somber pools of lamp- 
light. You can walk for miles at night and hear nothing 
but the echo of your own footsteps, the sad slapping of 
water on a tethered boat, the distant clang of a fog-bell, 
or the deep boom of a steamer at sea. In Venice, on a 
foggy winter's night, it feels like day will never come.” 
(From E.V. Lucas, A Wanderer in Venice, Methuen and 
Co. April 1914) 


WaWaWaWaWaWaWaAWaWaWVaWaAWaWaWaAWaWaWaWaWaWaW;, 


In the “Love in Venice" subplot, Maria Sta- 
gliani (young, recently bereaved, well-off) re- 
turns to Venice. Two suitors await—Alberto 
Rossini, a corrupt Fascist government official, 
and Georgio Gasparetti, a young Communist. 
Miss Stagliani does not know it, but her fa- 
ther was pushed into the canal by thugs.un- 
der Rossini's command, angered after the fa- 
ther refused his consent to Rossini's proposal 
of marriage. They meant to scare him, but the 
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old man caught pneumonia and died. These 
are the rising days of Fascism, and there is 
no investigation. The events stemming from 
this involve the investigators while they are in 
Venice. 


Lowe in N ence 


The story of Maria Stagliani is not related to 
the investigators’ search for the simulacrum, 
but has everything to do with the romance of 
Venice. Keepers should feel to skip it if they 
feel it does not suit their style of play. 


THE Trip From MILAN 


Maria Stagliani boards 
the train in Milan. She 
is an attractive young 
woman, but is dressed 
in black and veiled in 
mourning. Weeping 
and occasionally sob- 
bing “Papa, papa,” she 
clutches a silver locket 
and a lace handker- 
chief patently inade- 
quate to its task. She is 
accompanied by Bice, 
her sober middle-aged 
maid. 

Perhaps offered 
a friendly smile, or a 
fresh handkerchief, 
Miss Stagliani explains 
in excellent English 
that her father died 
suddenly of pneumo- 
nia at home in Venice 
while she was visiting 
relatives in Milan. He 
slipped into the canal, 
and never recovered. 
She has cut short her 
holiday and is return- 
ing. She shows them a 
portrait of Papa in her 
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locket. Papa is a not-so-elderly gentleman; 
his name was Giovanni Stagliani. He taught 
Philosophy and Comparative Religion at Ca' 
Foscari University of Venice. 


AT Sr. Lucia STATION, VENCE 


The train pulls in at 5:05 P.M. It is already dark. 
Distant bells toll from the many campanili. 
A successful Listen roll recalls the bells from 
Dream Lausanne. Porters from all major hotels 
are at the station, eagerly awaiting custom dur- 
ing the off-season winter months. If investiga- 
tors choose to make their own way, they may 
soon become disoriented. Venice is small but 
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. Campo S. Angelo 
. Hotel Royal Danieli 
. Rest. Baur-Grunwald 


. Restaurant Pilsen 


. I Frari (Friary) 


7. Accademia 


9. Basilica San Marco 
. Sebastian's House 
- Gremanci Dollworks 
2. Pelazzo Rezzoniani 
3. Maria's House 


. Gasparetti's House 
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Maria Stagliani 


confusing: lost investigators can wander for 
hours. 

Two parties wait for Maria Stagliani at the 
rail station. There are six Fascists, heavily-built 
thugs of military bearing in black shirts led by 
a pudgy bureaucrat in a suit. The six approach 
her, and the pudgy bureaucrat murmurs in- 
sincerely, professing sorrow and endearments, 
then attempts to lead her and her maid into a 
government motor launch for the short ride to 
her home. He is Alberto Rossini, an important 
member of the Venetian Fascist party. 

Also waiting for Stagliani is a handsome 
young man of fiery temper who seethes from 
a distance (Spot Hidden to notice him). He 
races to Maria's defense when it becomes clear 
that she prefers not to get into the launch. She 
calls him Georgio, and begs him not to get in- 
volved. The Blackshirts loom threateningly. To 
Maria's evident distress, they are about to drag 
off Georgio, beat him up, and dump him in a 
canal. She casts about, sights the investigators, 
and begs their assistance. 

The intervention of well-dressed, rich- 
looking foreigners interrupts the disagreement. 
Georgio vanishes. Rossini gives the investiga- 
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tors an evil look; he blusters, asking for their 
names and addresses. Shown passports, his 
Blackshirts take copious notes. These young 
men radiate menace. They have military bear- 
ing—from their age, attitude, and battle scars 
the investigators can deduce they have seen ser- 
vice in the Great War. 

If the investigators make no offer to see 
her to Venice, Miss Stagliani reluctantly boards 
Rossini's launch in order to prevent further 
commotion; before she does, she asks the in- 
vestigators which hotel they are staying at, with 
an offer of friendship while they are in Ven- 
ice. She recommends the Gritti Palace, not far 
west from the Piazza San Marco. She murmurs 
thanks for their intervention. Rossini intends 
to do nothing except take Maria to her father's 
house. She is safe for the next few days, but she 
does not like him. 

If the investigators offer to escort her home, 
she accepts, explaining to Rossini that these for- 
eigners are friends of her late mother. Rossini 


Alberto Rossini 


In mid-February, 1923, Venice holds its Carnivale celebration, complete with Carnivale masks 


does not even trouble to summon up a look of 
polite interest in this ploy. 

On the way to her house, Maria Stagliani 
offers her thanks and explanations. She declares 
both her love for Georgio and her loathing of 
Alberto (he is forty, and fat, and his breath 
stinks). By the time they reach her door, her an- 
ger has faded into tears for her father and for 
herself, and she flees into the house with a brief 
and inarticulate farewell. 


THe SUITORS 


ALBERTO ROSSINI 


Rossini is a sleazy sort, desperately attracted to 
the beautiful Stagliani. His macho code forbids 
any action against her until after her father is 
buried. Afterward this girl of good family will 
need protection—and what stronger man is 
there in Venice than he? After the funeral he 
will abduct and marry her before her Milanese 
relatives can intervene. 

The first time the investigators want some- 
thing from the government, Rossini turns out 
to be the person in charge of what they are in- 
terested in. Aside from the Fascist party, he is 
also ambitious in local occult circles, though 
he has no effective (i.e. Cthulhu-related) occult 
power or knowledge. 


THE BLACKSHIRTS 


Rossini’s Blackshirt henchmen are thugs, hard- 
ened by their experience in the Great War. 
They are all former members of the Arditi, 
Italian assault troops whose fearlessness and 
brutality halted the Austrian and German ad- 
vance on Monte Grappa in 1918. Their one 
weakness is their lack of education. Rossini 
plays upon them with his make-believe oc- 
cult; they will be equally worried by investiga- 
tors who do the same. 

The Blackshirts lounge about in groups of 
six to ten unless tailing investigators, which they 
do singly or in pairs. Their shadows lurk menac- 
ingly in the background over the next few days, 
scribbling information and intimidating peo- 
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ple with whom the investigators communicate. 
They won't attack unless provoked. 

If the investigators go to the Gremanci doll 
factory prior to the Stagliani funeral, the Black- 
shirts attempt to intimidate Sebastiano Gre- 
manci. He reacts by contacting his own army 
friends. The investigators get their own body- 
guard of ex-military men, a jovial, criminal 
crew just as vicious as the Blackshirts. 


GEORGIO GASPARETTI 


Gasparetti is Maria's hot-headed and idealistic 
young lover, whose affections she fully returns. 
He is handsome, athletic and romantic. He is 
not too bright, but he means well. 

Georgio was too young to fight in the Great 
War. His communist ideals tell him that war is 
the means by which rich men increase their for- 
tunes at the expense of the lives of the poor, but 
he wishes he could have had the chance to show 
his courage. 

He will happily act as translator for the in- 
vestigators. His story is told below in the sub- 
section “Georgio Calls.” 


N AAA AAA NAA AAA A AN 
Events In Venice in 1923 


Venice is eternal. The layout of the central city has 
not changed in centuries. The gondola rules here, 
as no automobile can traverse the narrow paths by 
the canals. Their empire long gone, the Venetians 
first yielded their city to Napoleon, and then to the 
tourists. 


Local tensions exist between Communists and Fas- 
cists, as they do across Italy. A pitched battle took 
place in Peana near Venice on 27 December 1922, 
after Communists tore down Fascist manifestos. 
Fascist supporters gathered and surrounded a house 
containing the Communists and set fire to it. Many 
were wounded in the fracas and several killed. 
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Georgio Gasparetti 


| anis in Venice 


Starting from the day after the investigators’ 
arrival, Venice endures a series of Fenalik-in- 
duced traumas. Use these as a backdrop to the 
search for the Left Leg, and for the unfolding 
love story. 

Each daily entry is subdivided into day and 
night, and is prefaced by a prediction as to how 
the investigators spend that day. Note that some 
events here are from sections described later in 
the scenario, but all are included together for 
the keeper’s convenience. 


Day Ом 


Investigators wake in their Venice hotel. They 
probably spend the first day getting settled and 
oriented, and visiting libraries. (See the section 
“Searching for the Simulacrum.”) 


MORNING: NEWS FROM MILAN 


Assuming that the investigators left Milan yes- 
terday, they may learn of the death of Arturo 
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Faccia in the newspaper this morning (Milan 
Handout #5, p. 226 of Book 2). 


NOON: OIL ON THE WATER 


The canal waters take on a distinctly noxious 
oiliness, until the turn of tide freshens them. 


EVENING: GEORGIO CALLS 


Georgio Gasparetti turns up at the investiga- 
tors’ hotel. He has just come from a tryst with 
Maria Stagliani; she told him where to find the 
investigators. He is extravagantly grateful for 
their so-far negligible aid, and wishes to ask the 
powerful signors how he should conduct him- 
self in the present situation. 

If they like, he takes them for a night walk 
through the alleys and across the canals, stop- 
ping at a cafe in the Campo San Angelo for cof- 
fee and cakes. He takes them out again to ad- 
mire the sea mist as it drifts over the lagoon and 
shrouds Venice with its vaporous breath. 

He declares his love for Maria and, if al- 
lowed, pours out his heart. The Staglianis are 
old Venetian blood. Maria’s father was proud 
and refused his consent to Gasparetti’s proposal. 

Georgio hoped by hard work and dutiful 
attention to wear down his opposition, but this 
hope has been dashed. He has no doubt that 
Maria’s father was murdered by Rossini's Black- 
shirt thugs. Why else would he have fallen into 
the canal? But what can you do, he says with a 
shrug. Rossini is in the government, and a Fas- 
cist. No one can touch him. 

Georgio tells the investigators how Fascist 
heavy-handedness led to a riot near Venice at 
Christmas. Communists barricaded themselves 
into a house and Fascists set fire to it. Sever- 
al Communists burned to death. Feelings are at 
boiling point. 

The love between he and Maria, he finish- 
es passionately, symbolizes the breakdown of 
the old order, and the emerging power of the 
proletariat. 

The Stagliani funeral is the day after tomor- 
row, on a small island in the lagoon. Georgio 
suggests that the investigators attend, saying 
that Maria would appreciate the opportunity 
to properly thank them. He intends to appear 
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for the funeral, since it is his last chance to pay 
his respects to Maria's father. He secretly hopes 
for something lucky to result from his gesture. 


LATE NIGHT: A CRY IN THE DARK 


The investigators’ sleep is broken dramatical- 
ly at about 4 A.M. with a great cry of “Morte! 
Morte" (*Dead! Dead!”) in the street outside. 
Any investigator looking out a window sees a 
woman run through the fog screaming. She 
vanishes before they can reach the street. Search 
is fruitless. 


Day Two 


Investigators probably spend the second day in 
the Biblioteca Marciana and San Marco. (See 
the section “San Marco Basilica.”) 


MORNING: A MURDER DISCOVERED 


Over breakfast, newspapers and gossiping ser- 
vants inform interested investigators that the 
woman they saw last night was witness to a 
grisly murder. By lunch-time, the story is in all 
the newspapers: the woman is Anselma Mor- 
retti. The body of her fiancé, Mario Rossi, was 
discovered impaled upon a ten-foot iron spike, 
and torn at the throat as if by a wild beast. An- 
selma is being held by police. 


MORNING: A NOTE FROM MARIA 


Miss Stagliani’s maid Bice delivers by hand a 
short letter to the investigators, thanking them 
again for their aid or sympathy, and formally 
inviting them to the funeral, and to visit her 
home (address given, in the San Marco district) 
while they are in Venice. 


NOON: FOUL WATERS RISING 


The canals rise, sluggish and choked. The wa- 
ter takes on a detestable look and stench. Just 
when the foulness cannot be borne, once again 
the turn of the tide releases the worst of it into 
the Adriatic. Fresh flowers start appearing in 
the street-side shrines to the Madonna and to 
St. Mark. 
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AFTERNOON: 
INVESTIGATING THE MURDER 


Asking the police about the Rossi murder re- 
quires successful Persuade or Credit Rating 
rolls, or a discreet bribe. The police report that 
the victim was hurled up onto and impaled by 
iron railings, ten feet from the ground; evident- 
ly the killer was crazed and of almost superhu- 
man strength. Although horribly mutilated, the 
cadaver had been drained of blood. This im- 
portant fact is being kept from the public. The 
lower ranks of both the Vigili and the Militi are 
distinctly uneasy about this part of the story, 
and rumors have started to spread. 

Visiting the eyewitness to the murder re- 
quires the agreement of several officials, none 
of whom have anything to gain from agreeing 
to such a request. It requires a successful Per- 
suade or Credit Rating roll, or a bribe so clever 
that the official feels righteous in accepting. If 
the investigators do gain admittance, poor An- 
selma Moretti proves to be violently insane. 

Successful Psychoanalysis and Italian rolls 
and several hours of time elicit a stream of gab- 
ble which loosely translates as “I have seen Sa- 
tan," followed by a distorted description of Fe- 
nalik in action. Poor Anselma then attempts to 
chew off her tongue. 


NIGHT: TEARS OF BLOOD 


That evening, a wave of excitement races 
through the hotel staff. Investigators learn that 
the statues in San Marco wept blood during the 
evening service, a miraculous omen witnessed 
by all present. Try as they might, however, in- 
vestigators cannot confirm this with a first- 
hand account. 


Day THREE 


Investigators probably spend the third day at 
San Marco and the Gremanci doll factory. (See 
the section “The Doll Makers”.) 


MORNING: ANOTHER MURDER 


Over café lattes and rolls, the investigators see 
in the newspapers the tale of a second grisly 
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murder, that of a gondolier, Paulo Rizo, found 
torn to pieces in his boat. This time police are 
unable to contain the information, and the sto- 
ry openly states that the remains were drained 
of blood. Speculation appears in print concern- 
ing maniacs, Satanism, and ghouls. 

Seeing the investigators studying the sto- 
ry, their waiter confides that last night merry- 
makers saw Death poling a gondola down the 
Grand Canal. “My brother-in-law swears to 
this.” That is true: his brother-in-law did see Fe- 
nalik out on a lark, but knows nothing more 
than he saw something horrible pole past at in- 
human speed. 


MORNING: NEWS OF PLAGUE 


The tidal rise of the canals is pronounced and 
the stench appalling. Gossip amongst the ser- 
vants (and from Maria, Georgio and the Gre- 
manci family) says that foul tidewaters have 
now crept into low-lying houses and two 
churches. Several children who played in the 
water are now ill, with black blotches spread- 
ing across their limbs. People talk of the Black 
Plague, which ravaged Venice twice in the fif- 
teenth century. Has it returned? 


LATE MORNING: THE FUNERAL 


The funeral is not a success. The canal stinks. 

The coffin is ornately laced, ribboned and 
velveted, and resembles nothing so much as a 
pitch-black three-tier chocolate confection. It 
creaks oddly at the wrong moments during the 
proceedings, as though someone was stealthily 
trying to get out. Georgio Gasparetti (pale, ro- 
mantic, with artfully mussed hair and eyes he 
has rubbed red) and Alberto Rossini (pork-like 
and sweating) spend the entire funeral glaring 
at each other over the top of it. Miss Stagliani 
barely notices either of her suitors. No Black- 
shirt makes an appearance. 

The coffin is taken by funeral gondola to 
the cemetery island of San Michelle, where it is 
interred. The lagoon smells worse than the ca- 
nal. Everybody feels queasy from the stench.and 
the greasy swell of the water. 

There is a reception with food at the Sta- 
gliani home in the San Marco district. Rossini, 
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Gasparetti, the investigators, relatives from Mi- 
lan and Venetian friends of her father attend. 
The Staglianis lived in a large ground-floor 
pensione in a four-story building. Four pensio- 
nes, each of two stories, are arranged around 
a central courtyard. There are a further four 
pensiones above them, taking up the third and 
fourth stories. The front door opens onto the 
canal, where there is a fondamenta (quay). The 
back door opens onto a small courtyard shared 
by the neighboring apartments. 

Inside, the furnishings reflect Giovanni Sta- 
gliani's interest in philosophy and religious his- 
tory, particularly the history of Venice. There 
are many books, oils, busts, medals, prints, and 
bits of statuary. 

This long, somber affair exhausts everyone. 
As the investigators depart, Miss Stagliani ex- 
tends her thanks. Gasparetti takes the opportu- 
nity to leave at the same time, deciding not to 


The Grand Canal in Venice 
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further provoke Rossini. Не suggests sharing а 
gondola with the investigators. 


EARLY AFTERNOON: AN INCIDENT 


The following assumes that the investigators 
depart with Gasparetti. 

As they boat along, Gasparetti challenges 
the gondolier, stating that he is taking the long 
way. The gondolier makes a soothing excuse. A 
Psychology roll notes that the man is very ner- 
vous, and Navigate confirms that he is steering 
away from their hotel. If the investigators do 
not commandeer the craft, he poles in towards 
the fondamenta of a run-down campo. 

Here Rossini’s Blackshirts wait, intending 
to give every man in the gondola a thorough, 
scientific beating. They grab the craft when it 
reaches the quay. A fight probably ensues as 
they attempt to hustle people off. They don't 
intend to kill at this stage, although they have 
no fear of retribution if they do. They intend to 
hurt, humiliate, and terrorize. 


Gasparetti, stricken at having brought the 
investigators into harm's way, leaps into the fray, 
calling out for the investigators to run, swim or 
punt. The guilty gondolier clings grimly to his 
pole, and must be shoved overboard before he 
relinquishes it (opposed Strength rolls versus 
the gondolier's Size 65, or a successful Fight- 
ing roll). Georgio is the most severely beaten if 
there is fighting. He needs help to get back to 
his lodgings. 

The Blackshirts are not armed. The sight of 
a handgun forces the thugs to retreat, but reg- 
ular police are soon on the scene. If the Black- 
shirts have not fled, they now scatter, laugh- 
ing, and the police only arrest non-Blackshirts. 
Those arrested can spend the day cooling their 
heels in jail for starting a public affray before 
being released: Italian citizens 
pay bail, foreigners surrender 
their passports, entailing 
another day spent idling 
in government offices 
to retrieve those docu- 
ments. 

Foreigners possess- 
ing illegal handguns are 
arrested, arraigned, and 
quickly expelled from Italy. 


NIGHT: STRANGE FISH 


Two huge fish, with recognizable 
limbs and hands, are seen flopping 

in the Grand Canal by believers re- 
turning from midnight mass. If the in- 
vestigators are staying in a hotel on that 
canal, they can see the pair first-hand. 


Dax Four 


Investigators probably spend the fourth day 
at the Gremanci doll factory. (See the section 
“The Doll Makers.”) 


MORNING: NEWS OF UNREST 


Fenalik, having fed enthusiastically, murdered 
no one last night, but the newspapers report 
isolated looting and violent mobs in several 
parts of the city as citizen unrest increases. 
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Georgio does not keep any appointments 
he may have made with the investigators (he is 
resting after being beaten last night, and can be 
found at the Campo San Angelo that afternoon, 
see below). 

If the investigators have been keeping odd 
hours,the hotel staff become suspicious and re- 
port them to the police. Investigators may have 
to wait for hours in official corridors as police 
and government officials play pass-the-prob- 
lem. More seriously, their passports are confis- 
cated until the affair is solved to official satis- 
faction, and perhaps financial advantage. 


DAY: THE BLACK CANALS 


Moving about the city, the investigators see that 
the water in the canals is as black and glisten- 
ing as the breasts of ravens. Worried scien- 
tists from the university take samples. 
The stench is not so overpowering 
today, but it permeates the air ev- 
erywhere, like gasoline vapors. 
(See “The Doll Makers.” ) 
Meanwhile, hysteria is 
building in the city. False 
rumors spread that touch- 
ing the strange black water 
PN causes immediate death. 
(WA Plague and pestilence her- 
' $29 аја the second coming! Ev- 
 — 77 егуопе rushes to church; 
X priests have trouble dealing 
with their hysterical con- 
gregations. Worried citizens 
J start pitching suspicious peo- 
7] 7 ple into the canals. 


LATEAFTERNOON: 
ANOTHER NOTE FROM MARIA 


Bice, Miss Stagliani’s maid, appears at 
the investigators’ lodgings, with another note 
from her mistress. Rossini’s men are holding 
her captive in her father’s house; she believes 
that Rossini plans to force her to marry him. 
Bice was allowed out on pretext of visiting; à 
sick aunt. Miss Stagliani requests their aid. Be- 
cause of Rossini's power, police and civil au- 
thorities are useless. 
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Maria does not know where Georgio is. 
He did not come to her balcony last night as 
promised. She fears the worst. Could they find 
him and let him know of her plight? 

Georgio can be found at the cafe in Cam- 
po San Angelo. His face shows fresh bruises and 
cuts, but he has not lost his sense of humor. 
The Blackshirts intercepted him last night as he 
went to meet Maria, and after a brief battle he 
led them a merry chase through the alleys. 

He vows to rescue Maria and enlists the 
investigators' aid. He is a man of action rath- 
er than one of cunning, and his suggestion of 
storming the front door may not be favorably 
received. 

The investigators may suggest Georgio re- 
cruit some of his left-leaning student friends. 
Still seething over their losses in the recent 
Christmas brawl with the Fascists, the students 
eagerly sign up. 


NIGHT: MARIA'S RESCUE 


Miss Stagliani is a prisoner in her own house. 
Six Blackshirts loiter down-stairs—one at each 
entrance and four in the kitchen. They are eat- 
ing a hearty meal and if disturbed look up with 
empty, angry eyes, like mastiffs snarling over a 
juicy bone. Bice is serving them with a mark- 
edly prune-like expression on her face. 

It could be that the investigators chase away 
all of these toughs by feigning or actually pro- 
voking a supernatural happening of some kind. 
It is spooky enough in Venice, and these men 
are on-edge and uncertain. Their forced laugh- 
ter effectively covers incidental sounds the in- 
vestigators may make knocking out the door 
guards. 

Upstairs in the morning room, two Black- 
shirts stand with Maria Stagliani who sits stony- 
faced on her divan, twisting her rings nervously 
between her fingers. Any fight up here would 
have to be loud and prolonged to penetrate the 
hubbub below, and alert those in the kitchen. 
However, the neighbors might hear, and take 
up the cry for “Polizia? 

Rossini is absent, fetching the priest to per- 
form the marriage. Fascist relations with the 
Church are uncertain at present, but plenty of 
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Brackish water, black and oily, stagnant canals. 


individual priests support Mussolini's popu- 
list anti-Communism. Rossini returns with the 
priest just as Stagliani is rescued and the whole 
party is preparing to flee. 

Allow the investigators to resolve this situ- 
ation. It can hardly do anyone any good to kill 
Rossini, though Fenalik's activities do provide 
some unusual cover. Rossini admires Stagliani 
in his own perverse fashion, and will not hurt 
her—neither will he die for her, since obsessive 
lust is not love. Rossini has a derringer hidden 
in his flab, and may produce it if anyone threat- 
ens him physically. In this case Maria shields 
Georgio with her body. The Fascist leader may 
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surrender, allowing the investigators to kick 
him out or tie him up. He will have difficulty 
doing so if his Blackshirts are watching. 

The priest was hired to perform a political 
wedding, and was keen to do so, but involve- 
ment with firearms and physical force dismays 
him. If Rossini is removed peacefully from the 
room, the priest may very well agree to marry 
Maria to Georgio Gasparetti, but not if he in- 
terviews the couple and learns of Georgio's pol- 
itics. Not to worry: if a wedding is the solution, 
Gasparetti knows several leftist priests who'll 
do the job in short order. The investigators are 
witnesses. Sign here please. 


LATE NIGHT: PANICIN THE STREETS 


A woman claiming to be possessed by the devil 
is exorcised in the street. All night the sound of a 
great hound can heard, persistently belling out 
over the waters. At about 10 P.M. a murderous 
mob stabs to death an epileptic in mid-seizure. 
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Dax Five 


You mean the investigators are still in Venice? 
They must be crazy. Everyone else is. They 
probably spend the fifth day at the Palace Rez- 
zoniani. (See the section "Palazzo Rezzoniani.") 


MORNING: VENICE IN FEAR 


Venice wakes to the stench of incense and smol- 
dering wood. A light drizzle hangs over the city 
but not enough to disperse the smoke rising 
sluggishly from several burning buildings in 
different parts of the city. From somewhere, 
the investigators cannot see where, echoes the 
stamp of boots on wet stone. Troops have been 
brought in. 

At breakfast, the waiters are sullen and un- 
communicative, and talk vaguely of witches 
and Communists. No newspapers have been 
printed today, no one knows why. 

The manager of the hotel searches out the 
investigators and forcefully suggests they stay 
inside, or leave the city altogether. He helpfully 
leaves a train timetable, departure times circled 
in red ink. 

People deny knowledge of burning build- 
ings, but smoke repeatedly drifts by during 
the day. Rescuers only act to stop neighboring 
houses catching fire. The investigators should 
remain horribly unsure as to whether or not the 
burning houses were occupied. The smoke col- 
lects in a pall over the city, which thickens as the 
day advances. 

In the Piazza San Marco the filthy flood 
water is thigh-deep, and the normally crowd- 
ed square deserted except for a few boats. Cafes 
are closed and have crosses and garlic flowers 
nailed to their doors. When the tidal flooding 
eases, San Marcos fills to overflowing at mid- 
day Mass. Many of the religious crawl across the 
stinking plaza in penance, or whip themselves 
free of sin, or fall in fits, or dance, or speak in 
gibberish. The priests try to curb this extreme 
behavior, but the crowd seems possessed. 


MIDDAY: A HONEYMOON 


If they have been married, Georgio and Maria 
flee with Bice on the Orient Express to Milan, 
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VENICE HANDOUT £1 


OFFICIAL REPORT SUMMARY 
CAPITAINE DUBOIS 


16 NOVEMBER, 1797 


' 1 
1 ' 
' І 
' ! 
: | 
| | 
i Sir—regarding the disturbances of the т 
last three days, I must report that on the 
l 13th November an unruly mob of Venetians ! 
1 gathered at the San Marco barracks gates. They — i 
! — defied my request to disperse. 
' The reason they gave was that they wanted ! 
! те to deliver опе of ту privates, Jean Boucher, t 
í to their hands. They claimed that he had 1 
caused this grievous plague that afflicts Venice 
| by evil arts. They seemed to genuinely believe | 
' this superstitious nonsense. Defying my direct — i 
! command to depart, they attempted to storm ! 
! the barracks and seize Boucher. І ordered ће ! 
! теп under ту command to fire. Тһе first | 
! volley was directed over the heads of the mob. ! 
' No second volley was required, as the crowd ! 
i then dispersed. I then put the district under | 
i curfew. І 
! I interviewed Boucher and found him 
' a docile soul of low intelligence and little — ' 
' enterprise. Why, the sole loot he has been able — i 
to gather on our glorious march across Europe 
! is an odd, porcelain leg! Boucher seems to ! 
' think it a prize although I doubt any other manı 
ı — under my command would think so. 
' The next day, a delegation of prominent  ' 
! Venetians of the district visited me, and again — ' 
i requested Boucher be tried for witchcraft. I т 
! imprisoned them all as the ringleaders of the ! 
i mob. There the matter rests. There will be no  ' 
i further such unrest in the district under my | 
! — command. 
! On the 15th November that occurred which ! 
' I have described to you privately. I deal with | 
this in detail in personal documents as not 
' fitting for the subject of an official report. 
1 There is an annotation from his senior officer, 1 
Major Hautemont, commending his prompt 
[ action in dispersing the mob without bloodshed. Ң 
' І 
i ! 
| 


safely out of Rossini's immediate reach. The Ex- 
press leaves for Milan at 12:40 P.M. If the inves- 
tigators get to see Maria and Georgio safely off, 
a feeling of warmth, well-being, and—well— 
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romance momentarily stirs their 
hearts. Each gains 1D3 Sanity, for 
this tiny victory of light over gath- 
ering darkness. 


AFTERNOON: 
THE SCORNED SUITOR 
Alberto Rossini and several very куст 


large men in lumpy suits visit the 
investigators—at the hotel, at a 
cafe, or in some other place pub- 
lic enough to discourage violence. 
Rossini is not at all happy about 
losing Maria Stagliani to a hand- 
some young Communist. He tells 
the investigators that their stay in 
Venice has ended. He recalls that 
Venice used to make a portion of 
the lagoon illegal to fishermen, 
because bodies were routinely 
dumped there. “Those were days, 
gentlemen, of uncertain public 
order, such as have returned to us 
now. The State wishes no incidents 
involving foreigners. There is a 
murderer at large in the city. It is 
best that you leave promptly, to- 
morrow at the latest." 


EVENING: 
VENICEIN LOCKDOWN 


The night turns foul. A lashing rain washes the 
campos. People hurry home past the gutted 
remains of what neighbors swear were witch 
houses. Doors are barred against the mobs 
that stalk the streets. Mobs, troops, and police 
compete to find the murderer. Strangers should 
expect no mercy. Cries for help are ignored. To- 
night like all nights is a good night for Fenalik. 
He follows the investigators closely. (See the 
section “Palazzo Rezzoniani.") 


Death in Venice 


So much for love. All else is death. 
The days pass as described in the “Events in 
Venice" section. In between helping the lovers 
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and avoiding crowds of maddened locals, the 
investigators will most likely dedicate their time 
to their main goal. Keepers should keep refer- 
ring to the timeline for each day's fresh horrors. 

The search is described in the sections be- 
low. As the investigators move through Venice, 
the shadow of Fenalik follows them closely. 


Searching for the 


SN cra neis 


Beddows' Notes refer to Napoleon's arrival in 
Venice in 1797. This should be the starting 
point for the search for the unknown part of 
the Sedefkar Simulacrum. 
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Religious madness becomes dangerous 


Research can be undertaken in the Bibliote- 
ca Marciana or any other civic archive. It soon 
proves fruitful. 

Italian or French is required to access the 
records. The investigators may hire a student 
from Ca' Foscari University to assist, or Geor- 
gio can help if they have befriended him. Maria 
is too distraught to assist, but can recommend 
one of her father's colleagues. 


BoNAPARTE s FooTPRINT 


Napoleon's troops entered Venice on 31 May 
1797, after a scene of shameful capitulation by 
Venice's Senate. French soldiers were garrisoned 
in the city and Napoleon began an ambitious 
plan for civic reform, including disbanding 
many monasteries. Napoleon even removed the 
four bronze horses from St. Mark’s, but these 
were returned from Paris in 1815. 

A successful Library Use roll finds records 
of a plague that spread through the city af- 
ter Napoleon's troops entered. Victims expe- 
rienced crippling pains in their left leg but no 
physical cause could be found. 

A second Library Use finds the official re- 
port of a Capitaine Guillaume Dubois. Cap- 
itaine Dubois was the young and energetic 
French officer in charge of the San Marco dis- 
trict in November 1797, at the height of the 
plague. Any investigator who reads French can 
scan his report on an incident where he was 
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THE DIARY OF CAPITAINE 
DUBOIS 


15 NOVEMBER, 1797 


Returned home last night, the 14th, most 
satisfied with my actions in dispelling the riot. 
As Voltaire said, “I have only ever made one 
prayer to God, a very short one: 'O Lord, make 
my enemies ridiculous. And God granted it.” 

It was very satisfying to see the looks on 
those fool Venetian faces as they were bundled 
off to prison. I hope their visit teaches 
them the comparative values of reason and 
superstition. 

At home I found my Cherie struck by the 
plague. The poor little waif is as brave as one 
of my soldiers, but her leg has crippled and 
twisted overnight. She is only two years old. 
She should not be thus afflicted. I returned 
to the prison and questioned the delegation 
leaders. They told me to talk to Boucher. 

So I questioned him again late last night. 
I also pored over that strange artificial limb 
he so prizes. My leg ached as I handled it, 
and aches to this moment. Is it that the mere 
sight of this truncated limb in porcelain 
stirred some vestigial memory in my agitated 
mind, so that it felt as if my own left leg were 
amputated? 

I took the leg from Boucher and tried to 
break it. It would not break. I tried to burn it. 
It would not burn. It is not porcelain but some 
strange unyielding substance that not even 
diamond will mark. That damned delegation 
was right. It is something evil, although I 
defend Boucher. He has merely carried it here. 

I am not going to admit my folly to those 
Italian fools. I realized what to do at last. The 
idea was so fitting that I burst out into a loud 
laugh! Last night I buried that cursed leg in 
secret within the San Marco Basilica, under 
the black paving stone in the chapel of Saint 
Isidoro. 

To my delight this morning my dear little 
Cherie has recovered. She is as bright as ever. 
Today I hear from the medical staff too, that 
the plague is steadily abating in virulence. 
I have given orders that the delegation be 
quietly released. 

That fool Boucher waylaid me this 
afternoon. He wants compensation for his 
‘prize’. That claim may go long unanswered. 
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obliged to order his men to fire on a mob (Ven- 
ice Handout #1, p. 20). 

Letters and diaries about this affair also 
exist from the Venetian perspective. Any in- 
vestigator who reads Italian can find the name 
of the French captain, and then trace his re- 
port with the assistance of someone who reads 
French. 

The investigators may wish to search the 
records of Major Hautemont, Dubois' com- 
manding officer. Hautemont's journal con- 
tains a passing reference to the event, but no 
detail. They should instead look for Dubois' 
private diary. 

A final Library Use roll in the same period 
uncovers the diary. See the "Diary of Capitaine 
Dubois" (Venice Handout £2). Failed rolls still 
find the diary, but the reader is distracted by 
the salacious but irrelevant details about his 
private life in this ‘city of 10,000 courtesans’, 
and reading it takes an extra hour. 

Dubois records that he hid the leg in the 
Basilica di San Marco. The task before the in- 
vestigators seems clear enough. They must 
steal into one of the most famous Cathedrals 
in Europe and spirit away a human-sized leg. 


THe Latin MANUSCRIPT 


Investigators may have learned of a medieval 
manuscript called The Devil’s Simulare in Lon- 
don or Paris. They know it was stored in the 
church of San Maria Celeste in the Castello dis- 
trict of Venice. 

Discovery and translation of this document 
triggers the Cthulhu Dark Ages scenario “The 
Dark Crusader”. Keepers who wish to run this 
scenario may wish to ensure that the manu- 
script is found. 

Researching the 
Sedefkar Simula- 
crum in the Bibliote- 
ca Marciana will un- 
cover the same clue as 
described in page 108 
of the Paris chapter in 
Book 2. 
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THE FATE OF SAN MARIA CELESTE 


Enquiring about San Maria Celeste among 
general Venetians elicits blank looks; there is 
no such church. However, asking a scholar or 
conducting some Library Use discovers that 
the church once stood in the Castello district, 
but was destroyed by the Arsenal Fire of 1569, 
which started when fire broke out in the ship 
building naval center of Venice. The fire was 
thought to be started by Ottoman saboteurs. 
The manuscript was probably burned, however 
some books were saved from the fire. There is a 
hope it may yet exist. 

Should the investigators visit the site, they 
find that the church is now demolished but its 
attached convent (rebuilt in fine Renaissance 
style) is now a school for navy mechanics from 
the nearby Arsenal. The school does have a li- 
brary but it is entirely devoted to naval engi- 
neering. 

A History or Persuade roll when talking to 
the librarian or any history-loving staff mem- 
ber of the school finds out that the intrepid 
nuns of the 15th century convent did indeed 
manage to save some books, which were moved 
to the Biblioteca Marciana. 
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DISCOVERY AT THE BIBLIOTECA 
MARCIANA 


The Devil's Simulare is kept in the Bibliote- 
ca Marciana, but is not catalogued under its 
own name. It is kept rolled among a collection 
known as the San Maria Celeste manuscripts. 
A Library Use is required to find it, but if the 
investigators have talked to the librarian at the 
navy school then grant them a bonus die. 

The manuscript is unknown and uncat- 
alogued, bundled among other papers—un- 
scrupulous investigators may smuggle it out 
with Sleight of Hand or some other distrac- 
tion. There are only a dozen reading tables in 
the Biblioteca, so some ruse may be required to 
distract the librarian. 

Reading The Devil's Simulare links direct- 
ly to Cthulhu Dark Ages scenario, "The Dark 
Crusader". Please see that scenario for more de- 
tails on the manuscript, including an alternate 
Player Handout version for keepers who do not 
wish to present the scenario in full. 


Sun Marco Eas 


Any visitor to San Marco, even on such urgent 
business as this, should linger to absorb the at- 
mosphere of this magnificent building and ad- 
mire its many treasures. The four bronze horses 
from Constantinople rear above the entrance, 
and many more treasures lie within. Vaulted 
ceilings rise high into the darkness, gleaming 
with gold and gems. Numerous chapels house 
icons of sad-eyed saints. Tourists flock through 
at all hours, struck dumb by the grandeur of 
this testament to Venetian faith and wealth. 
Any search or inquiry will discover the little 
chapel of Saint Isidoro in the left transept. 


THe CHAPEL. Or SAINT [sipono 


The chapel is a tiny and very dark recess almost 
filled by the tomb itself, with two little bronze 
winged lions on either side. The mosaics over 
the altar are at first only glimpsed piecemeal, 
as the eyes slowly accustom themselves to the 


24 


dark. They are of the saint's torture and mar- 
tyrdom by being dragged by galloping horses. 
In particular, his left leg seems about to be torn 
clean off. 


THE PAVING STONE 


Spot Hidden in this shadowy alcove finds the 
dark paving stone referred to by Dubois. The 
mortar surrounding this stone is darker and of 
poorer quality than the rest. The mortar crum- 
bles at a touch. The paving stone itself is pecu- 
liarly dark, shiny, and (when lifted) dense and 
heavy. A Science (Geology) roll suggests that 
this is no normal stone, but a piece of meteor- 
itic iron. It may be that the alien property of the 
stone has sealed-in the malevolent aura of the 
Left Leg, rather than the supposed sanctity of 
its repository. 


LIFTING THE PAVING STONE 


The investigators may attempt to lever the stone 
up at any time. At least two people need to lift 
the heavy block. A Strength roll is required to 
lift it; allow a bonus die if a crowbar is used. 
Other investigators can use Stealth to mask the 
action. This is assisted by the chapel's gloom. 

A Luck roll is required to find a quiet mo- 
ment. Failure means the arrival of a tour- 
ist group, several of whom will immediately 
stand on the stone while the tour guide em- 
barks on a long and detailed lecture regard- 
ing all the chapel's fascinating features before 
moving on to a neck-cricking talk on the mo- 
saics in the dome above. 

The investigators may have some other 
scheme for diverting attention away from the 
chapel. Otherwise a second failed Luck roll 
means sacristans or priests take notice of the 
investigators’ actions. 

The sacristans will immediately escort them 
out. These are frail old men, but they will call 
for help if there is any resistance. If it amuses 
the keeper, the first to arrive on the scene are 
Rossini's Blackshirts, who are delighted at this 
opportunity to arrest them. They will hold the 
investigators in the dampest and most uncom- 
fortable prison cell they can find before escort- 
ing them to the first Orient Express out of town 
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with the intimation it would be good for their 
health if they do not return. 


Breaka IN Амо Out Or SAN Marco 


Investigators wishing to avoid the crowds in 
the church may prefer to visit after dark with a 
crowbar, torches and no witnesses. 

Breaking in is difficult. The Piazza is both 
busy and regularly patrolled. Extreme Luck 
rolls are required to avoid suspicion, as inves- 
tigators pick or force the locks (Strength rolls, 
or Hard Locksmith rolls) preferably on a side 
entrance. Failure will increase security around 
the basilica, making a second attempt impossi- 
ble for the rest of the night. If their attempt to 
break in is discovered, investigators will need 
to be fleet of foot to escape, or make a success- 
ful Fast Talk or Art/Craft (Acting) to feign 
drunkenness. 

One course of action is to hide in the Ba- 
silica until after closing time. The Basilica has 
plenty of hiding places, in statue niches, and 
above and below panels, tombs and in side cha- 
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pels. It is generally dark and shrouded in gloom, 
especially in winter. Each investigator needs to 
make a Stealth roll to get into a hiding place 
without being spotted. They will be cold, un- 
comfortable, and cramped, and relieved to fi- 
nally creep out as the sacristans lock the great 
doors onto the Piazza after Evening Mass late 
that night. 

If one of the investigators successfully hides 
they could let the others in. As long as they look 
respectable and are not clearly forcing an en- 
try casual onlookers will assume they have a le- 
gitimate reason for entering. The investigators 
can also break out of the Basilica after dark, 
again by picking or forcing the locks, although 

a successful Stealth roll is required 

to leave the Piazza unnoticed by 

police or Blackshirts. They can 

equally well wait out the night 

and mingle with the early 

morning Mass crowd once 

the Basilica is open again. 

Would-be thieves 
should note 
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that the choir and treasury are securely locked 
behind iron doors and not accessible from the 
body of the cathedral after hours. Any attempt 
to rob the riches of the Basilica is beyond the 
scope of this scenario. 

San Marco at night is a vast, dark, cold and 
echoing vault. Countless eyes of saints and sin- 
ners stare reproachfully at the investigators, in 
glass and mosaic and painted stone. Was that 
footstep their echo? Is that gnawing sound a 
rat? The investigators are being pursued by un- 
seen forces and Fascists. They are entitled to be 
nervous. 


BENEATH THE PAVING STONE 


There is a cavity below the stone but it is empty. 
It has not always been empty. Thick dust coats 
the surface, clearly showing the perfect outline 
of a leg. Lighter dust coats the place where the 
leg lay—it has been missing for years perhaps, 
rather than decades. In the center of that va- 
cancy lies a small yellowing envelope, sealed 
with a wax seal. 

The letter is unsigned, and it seems more 
like a confession than a communication. The 
contents of the letter are written in the Vene- 
tian dialect in an old man’s shaky hand. See the 
Thief’s Confession (Venice Handout #3). 

A successful History roll (or Know roll to 
any who fought in the Great War) recalls the 
decisive battles of Monte Grappa, where Ital- 
ians stopped the German and Austrian advance 
in sight of Venice. The battles all occurred be- 
tween late 1917 and early 1918. 


THE WAX SEAL 


The wax seal on the letter shows a winged 
cherub set against a shield. The cherub cra- 
dles a doll. 

Any Venetian will recognize the seal as the 
arms of the Gremanci family, once princes of 
Venice and even now famed as doll makers. If 
consulted, Maria shows off her own Greman- 
ci doll, a well-loved relic of her girlhood, and 
derives some comfort from the family mem- 
ory. Georgio is more familiar with the Gre- 
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HAnpwritTen NoTE 
Founp IN SAN Marco 


| God forgive >e, God Ае/р me, 

' І Aad great need of it, So Z 

! Zook it with much tremóling 

: and Sense of Sacrifege. That 7, 
! — arae Venetian, should violate 
our most Sacred Place! Yeg 

i Surely Some needs stand above 
! all others. Ye was weeping, and 
едд! ^4 tor help. His statue 

i was broken, and I had no 

! material бо rezar ić, for CAis 
cursed war makes everything 

I Scarce. Z remembered 2де old 
(story at last. What else could 
! Z do? Wis grandson died on 

i Monte Grappa, alongside ^w dear 
Marco, and Ais Aqttres are the 
only things that comfort him. 

І God forgive me, God trust that 
YA only Seek бо do PY best. 


manci family’s prosthetics, explaining that 
the company provides artificial limbs to Ve- 
netian war veterans at low cost, or even for 
free. Either can give them directions to the 
Gremanci family factory in the Campo della 
Bambino. Maria is too grief-stricken to be of 
further assistance, but Georgio can accompa- 
ny them if an interpreter is required. 

The investigator’s Fascist shadows will also 
recognize the seal if they are shown. They will 
be unable to resist the temptation to sneer at 
the investigators for wanting a dolly, and pos- 
sibly their mama, thus unwittingly giving them 
a valuable clue. 

If the seal is destroyed or lost any enquiry 
about locals able to repair statues will also lead 
eventually to the Gremanci family as repairers 
of automatons, but investigators will lose a day 
in fruitless inquiry among stonemasons. 
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Observed in daylight, an artificial man does not seem 


particularly threatening. 


RESEARCHING THE GREMANCIS 


Library Use unearths some Gremanci family 
history. The information is listed below in or- 
der of ease of discovery: 


y Inthe 19th Century the Gremanci family 
made special orders, singing birds and 
figures, with such craft that they seemed 
alive. Indeed the superstitious declared that 
they used magical arts to bring them to 
life. A History or Mechanical Repair roll 
suggests the ‘figure’ in the letter might be 
an automaton rather than a statue. 


> The invading French at the end of the 
18th century recognized the excellence 
of the Gremanci artisans, buying gifts for 
children and mistresses. Their dolls were in 
every fashionable Parisian nursery in the 
early 1800s, although they have fallen out 
of fashion now. They remain popular as 
tourist souvenirs, and every Venetian girl 
has a Gremanci doll. 


> In 1630, а certain Alvise de Gremanci was 
investigated by the secretive and terrible 
Council of Ten after an anonymous letter 
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was dropped in the Bocca di Leone (the 
Lion's Mouth) accusing him of making 
dolls in the image of their political 
enemies, and burning them so that the 
enemy would die in terrible pain. The 
Council of Ten decreed there was no truth 
in this accusation. 


Ihe Doll Makers 


The Gremanci family runs a doll and prosthetic 
company, located on the Campo della Bambino 
in the Cannaregio district. The family was once 
aristocratic but has long since become prosper- 
ous bourgeoisie. They are now reduced to two 
survivors, Antonio and Sebastiano, a sad rem- 
nant of a once-proud house. 

The Gremanci family has a good deal of 
quiet influence. Every Venetian has a sentimen- 
tal attachment to the Gremanci dolls, and even 
the Fascists appreciate their benevolence to- 
wards war veterans. If the investigators befriend 
Sebastiano, he will be able to assist the investi- 
gators in avoiding the consequences of minor 
infractions. 


THe Camro DrLLA BAmBINO 


The Gremanci factory is of stone, built in the 
14th century. Its well maintained facade con- 
trasts with its down-at-heels companions in 
the campo—a shoddy tourist map-and-book- 
shop, warrens of uncertain vintage housing 
university students, a dirty but popular cafe, 
and industrial buildings of pungent odor and 
noxious usage. 

The café provides a lively second home to 
many university students. Some of these stu- 
dents are ardent Communists but others are 
devoted to Mussolini's cause, feeling that Fas- 
cism provides a path for a new and powerful It- 
aly. These Blackshirt students will readily assist 
Rossini's thugs and report on the investigators’ 
doings at the factory. 

There are also a large number of scarred 
and poverty-stricken war veterans loitering 
in the campo, many of whom have prosthetic 


27 


TTATW O- 


QnREMANCI DOLL 


limbs. The men linger in the cold of the out- 
door tables at the café, cadging cigarettes from 
students and tourists. 


Tur Dott Works 


The factory consists of the foyer, Antonio’s of- 
fice, a large clerical room, work rooms, a ware- 
house, a courtyard, the watchman’s room and a 
storage room. The rest of this section assumes 
that once the investigators pay their first visit, 
Sebastiano shows them around. 

However if the investigators are German, 
fail to hit it off with the Gremanci father and 
son, or don’t trust them, they will have to break 
in to examine the family records. Entrance after 
hours is via the padlocked doors (Locksmith or 
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Hard Strength rolls). There is an elderly, super- 
stitious watchman, Gasparo, who patrols ev- 
ery two hours and spends the rest of his time 
drinking cheap red wine in his watchman cub- 
by house, in the corner of the warehouse deliv- 
ery area. 


THE FOYER 


The foyer is small and cozy thanks to a well- 
stocked pot-belly stove. It is furnished with slip- 
pery horsehair sofas, their antimacassars damp 
with hair oil. A crowd of war veterans have 
made themselves at home, smoking, playing 
with well-thumbed packs of cards and drinking 
coffee as they wait to see Antonio. The display 
cases lining the walls exhibit historic Gremanci 
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dolls, mannequins, and the prosthetics range 
launched during Napoleonss Italian campaign. 


ANTONIO'S OFFICE 


The door of Antonio's office is partly open. 
Within can be seen his desk, and bookshelves 
lined with enormous, leather-bound general 
ledgers whose spines are dated in various spi- 
dery hands for several hundred consecutive 
years. He is seeing a war veteran when the in- 
vestigators arrive and they will need to wait as 
he carefully checks the fit of the man's pros- 
thetic leg, and makes a few adjustments. If they 
interrupt too forcibly they will only make this 
mild man angry, and he will call on Sebastiano 
to evict them. 

If he is shown the letter he reacts with ob- 
vious shock and recognition, and calls Sebas- 
tiano in from the factory. Sebastiano reads it 
and then looks to the investigators for expla- 
nation. The following assumes the investiga- 
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tors are fairly open about the circumstances in 
which they found the letter, and what they need 
from the Gremanci family, although possibly 
they avoid any mention of illegal breaking and 
entering. 


ANTONIO GREMANCI 


Antonio Gremanci is an elderly, thin, vague, 
dusty-looking man who will see the investiga- 
tors on any pretext of business. He does not 
speak English. Antonio lost his son, Marco, in 
the war, and his younger son Sebastiano, was 
cruelly crippled. His father died during the war 
and the influenza outbreak in the aftermath 
took the lives of his wife and daughter. He has 
retreated from this harsh reality into a world 
of dreams and charity. Unless the investigators 
are war veterans in need of prosthetics he very 
quickly forgets them. 
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SEBASTIANO GREMANCI 


Sebastiano is a tall, thin man in his late twen- 
ties. He leans heavily on a cane, and always has 
a cigarette dangling from his lips. He walks with 
alimp and a Spot Hidden sees that his left leg is 
a skillfully engineered prosthetic. A second roll 
reassures the investigator that the prosthetic is 
not the Left Leg of the Sedefkar Simulacrum. Se- 
bastiano's gaunt face would be handsome if he 
had more color. He speaks English and French 
well, and hates Fascism and Germans. He has a 
terrible, hacking cough that causes him to spit 
blood. First Aid or Medicine rolls identify this 
as the result of poison gas inhalation. 


SEBASTIANO'S STORY 


Sebastiano fought in the decisive battle of 
Monte Grappa. On that terrible mountain It- 
aly fought the invading German and Austrian 
army to a standstill. The Austrians could see 
Venice from the top of Monte Grappa, but they 
never reached the city. Sebastiano's elder broth- 
er Marco was killed on those grim slopes, but 
his body never found. He was reported as miss- 
ing for months before he was declared dead. 

Sebastiano lost his left leg in the first bat- 
tle, and received a dose of gas that weakened his 
lungs and is slowly killing him, winter by damp 
Venetian winter. His doctor encourages him to 
smoke believing, as was common at the time, 
that smoking strengthens the lungs. 

Sebastiano is appalled at the rise of Fascism 
which he blames on the brutality required to 
defend Italy from the Austrian and German in- 
vaders. The Arditihe saw on Mont Grappa killed 
without pity. At the time he wondered what 
would happen to these young men, robbed of 
all respect for human life. Now he knows. 

If given the chance, Sebastiano instantly 
adopts any war veteran investigator and takes 
him out on a hard-drinking tour of the cam- 
pos among his many war veteran friends. Dur- 
ing this time, interested investigators can learn 
Sebastiano's story (see above). The drinking 
tour will end with the investigators being deliv- 
ered in a gondola at dawn to their hotel, in what 
state of inebriation only Constitution rolls can 
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tell. Sebastiano will also help the investigators 
if he realizes they are being dogged by Fascists. 


WHAT THE GREMANCIS KNOW 


Sebastiano freely admits to the investigators 
that the writing is that of his grandfather, Mar- 
co Gremanci. 

Antiono is embarrassed if told where the 
letter was found, although Sebastiano is amused 
at the old man’s gumption and remarks that the 
theft of a leg is quite in keeping with the fam- 
ily character. Tragically, Grandfather Marco is 
unable to tell them who his mystery custom- 
er was as he died in July 1918. Neither Antonio 
nor Sebastiano were present at the time. Anto- 
nio was managing a munitions factory on the 
Miestre during the war, and Sebastiano was in 
hospital. They do know that his death came as 
a release. The poor old man was crippled with 
terrible arthritis (further inquiry narrows this 
down to his left leg). 

If Sebastiano befriends the investigators he 
offers to help them search the company records 
for the war period to see if they can find the 
mysterious customer. The company ledgers are 
the books that line the walls of Antonio’s office. 
Antonio politely vacates the office for his son’s 
use, and joins the card game in the foyer. Every 
now and then he potters vaguely back into the 
office, and looks surprised to see it occupied. 


THE GREMANCI RECORDS 


The books are mainly daily ledgers, well kept, 
with individual invoices and receipts, so many 
dolls made, so much clay imported, so many 
artisans hired or let go, etc. and matters of in- 
termittent disbursement such as taxes, tithes, 
and donations. 

The modern ledgers are easy to read. Sebas- 
tiano, Georgio, or any literate Venetian can read 
them, as can Italian-speaking investigators who 
make successful Library Use or Accounting 
rolls. Even non-Italian speaking investigators 
can notice the significant repetition of ‘Palazzo 
Rezzoniani’. 


Horror on the Orient Express 


ITALY & BEYOND 


VENICE HANDOUT #4 


THe LEDGERS 
or MARCO GremAncl 


17 September 1917—It is terrible that materi- 
als are so scarce and those that exist are devoted 
to the war effort. Surely a little clay and wax can 
be donated to the little girls of Venice? 


23 November to 23 December 1917—No en- 
tries. A yellowed telegram announcing grand- 
son Marco Gremanci as officially missing in 
action on the slopes of Monte Grappa on No- 
vember 22 is tucked into a page. 

29 December 1917—A terrible blizzard is rag- 
ing over Venice. We can be thankful that such 
storms have put an end to the Austrian and 
German advance, until the Spring at least. Dur- 
ing the storm, friends tell me, an odd freak of 
lightning struck the campanile of the Palazzo 
Rezzoniani. I must go and see my old friends 
in the clock tower to see if they are all still hale 
and well. 

30 December 1917 to 14 January 1918—No 
entries. 

15 January 1918—I have bad arthritis flaring 
in my left leg. I have never been troubled with 
such affliction before. I am sure it will heal 
quickly as I have prayed to my namesake, Saint 
Marco. 

15 March 1918—I have just heard that Signor 
Rezzoniani has died. The poor soul's body was 
not found for some days, he was such a recluse. 
God grant I did right. I hope I gave him peace. 

9 April 1918— The following entry is in а dif- 
ferent hand: “Grandfather Marco died this day 
of old age, pain and grief. God rest his soul" 


> Antonio's generosity towards war veterans 
is rapidly driving the company to 
bankruptcy. 

y Grandfather Marco failed to maintain the 
records during his tenure of 1916-1918. 
The three years are bound into one book. 
Entries dry up. People are identified by 
nick-names and initials. Accounting or 
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Appraise rolls realize that this was partly 
because he was paying in cash and on the 
black market. He laments that materials are 
scarce and devoted to the war effort. 


> For Grandfather Marco’s entries see Venice 
Handout £4. 


> Antonio has never heard of Signor 
Rezzoniani. The “old friends in the clock 
tower, he can suggest, are likely to be 
clockwork automatons. 


> If looking for evidence of clockwork or 
automaton figures created by the Gremanci 
family in the last century, the investigators 
need to look among the earlier books, all 
written in archaic Italian in a variety of 
faint, crooked hands. Successful Library 
Use or Accounting will discover that an 
expensive set of detailed larger-than-life 
clockwork figures were made during the 
summer of 1857 for the Palazzo Rezzoniani 
on the Grand Canal in the district of San 
Marco. 


THE WORK ROOMS 


The first room is the Finishing Room. It contains 
two ranks of hand-driven sewing machines and 
lathes. Six elderly staff are hard at work fitting 
body parts, inserting eyes, and sewing the soft 
doll bodies. They nod briefly and politely to the 
investigators before returning to work. Com- 
pleted dolls line the walls, as do prosthetic limbs, 
and completed body parts for mannequins. Cold 
blue china eyes surround them, staring and 
unblinking. Any nervous investigator becomes 
convinced that the dolls' eyes are moving to fol- 
low them, very slowly, with an all-but-inaudible 
grating. 

The second room is the Shaping Room. It 
contains the kiln for firing the ceramic doll heads 
and limbs, bolts of uncut bleached cloth for their 
bodies, stuffing, and so on. Three youngish men 
work here. Sebastiano's small desk is crammed 
into a corner. He oversees deliveries from here. 


THE STORE ROOM 


The Store Room is the longest room in the 
building, taking up all the back wall of the 
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works, except for the vault area. The walls are 
packed with dolls, stacks upon stacks, naked, 
clothed, soft-bodied, china-bodied. Spotless 
dolls which say “Mama” when squeezed are 
next to dolls half-eaten away by time—dolls 
with dust filming their merciless blue glares. 
Careless movement tumbles the stock, dolls 
and limbs cascading around them. 


THE FOOTPRINT REVEALED 


The investigators should now know the Left Leg 
went to the Palazzo Rezzoniani in early 1918. 
This may have taken some days to discover; 
continue to refer to the ^Events in Venice" sec- 
tion as they close in on their prize. 


Palazzo | ossi 


Any Venetian can direct the investigators to 
Campo Rezzoniani, although directions are of- 
ten little more than “Sempre dritto” (“straight 
ahead”) as the distracted citizens worry for 
their eternal souls in these strange days in the 


The Caretaker 


city. Their hotel can give more reliable direc- 
tions, albeit with a caution that it is better to 
remain indoors. 

As the investigators arrive at the Palazzo the 
brief winter sun vanishes into a fog. Darkness 
and silence grip Venice. 

The Palace Rezzoniani is a fine 15th-cen- 
tury example of Venetian architecture, facing 
onto the Grand Canal near the Piazza San Mar- 
co. The facade is a burnt-orange stucco with a 
lovely Ducal gallery, a pattern of Gothic curved 
and pointed arches surmounted by circles con- 
taining equilateral crosses. The palazzo has 
three floors and an unusual inward-facing cam- 
panile with a clock face that only the Rezzoni- 
ani family could see. 

The front entrance comprises great bronze 
doors that face onto the Grand Canal on a mar- 
ble landing. An intricate relief of a winged Ve- 
netian lion holds the enormous door knocker 
in its jaws. The Palazzo is open to visitors all 
summer but in winter only by appointment 
with the caretaker. 


THE CARETAKER 


The caretaker Nonno Fidele (‘Grandfather’ Fi- 
dele) lives in a small apartment on the Cam- 
po Rezzoniani behind the Palazzo. There are 
countless small boys ready to guide the inves- 
tigators there, in the expectation of earning a 
few lire. Nonno Fidele is only middle-aged, but 
he is clearly one of those who are born old. He 
is polite, but unfriendly and incurious. He ad- 
mits respectable tourists to the Palazzo for two 
hours for a fee of 20 lire. 

If prompted, Fidele explains that the Rez- 
zoniani family are no more, the last one having 
died in 1918. He was an elderly recluse whose 
only surviving relative, his grandson, was killed 
in the Great War. The poor soul suffered agony 
in both body and soul at his last, having con- 
tracted a terrible arthritis (why yes, it was his 
left leg) which prevented him from leaving his 
house. He died alone in his palazzo during the 
terrible winter of 1918, and wasn’t found for a 
few months. 
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If asked about a “figure that 
needed repairs during the Great 
War, Fidele momentarily brightens 
and proudly explains the palazzo 
has many statues, many, many grand 
statues, most of them now in a poor 
state of repair. If specifically asked 
about the clock tower he knows 
there are automatons there but has 
only seen them from a distance. It 
is not part of his job to maintain 
them and he never opens the door to 
the clock, as the climb up the tow- 
er stairs makes his leg ache (why yes, 
his left leg, is the signor a doctor?). 
Any of these statues or automatons 
could well have been repaired during 
the Great War, but he cannot say for 
sure. He was called away as a laborer 
behind the Western Front. 

Fidele lets them into the Palaz- 
zo by the side door from the campo. 
He waits by the side door until about 
two hours is up, and then he tries to 
shepherd them outside. He gives up 
if given 20 lire. After four hours, he 
only lets up for 40 lire, and after six 
hours, then 60 lire. By this time he is 
sullen and suspicious and tired. 

He talks of the recent events of 
the city with evident fear, and will not take in- 
vestigators to the palace after dark for less than 
500 lire, nor will he stay after locking them in. 
All the while he clutches his crucifix and mut- 
ters prayers to every saint he can think of. 

The Palazzo can be broken into (or out of) 
after dark, through the grand entrance onto the 
canal or one of the side doors on the campo. All 
require a Hard Strength roll or Locksmith. A 
successful Stealth roll is required to escape no- 
tice by police, Blackshirts, soldiers, or mobs. 


Імре THE PALAZZO 


The Palazzo is a three-story building with a cen- 
tral courtyard and a clock tower. Closed by its 
owner's death, all is silence within, punctuated 
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by the tolling of each quarter hour (see “The 
Clock Tower”). 


THE GROUND FLOOR 


The side door opens into working rooms, ser- 
vant quarters, kitchens, laundries and pantries, 
all empty and dust covered. The windows are 
covered in frost. There are no corridors, so 
room leads into room, then into a grand hall 
with painted ceilings that leads from the en- 
trance to a sweeping marble staircase. Painted 
and gilded doors line the walls on either side. 

All of the carpets are rolled up, so footsteps 
echo. White muslin cloths cover the furniture 
and the many, many statues that stand in niches 
in the palazzo’s walls. The investigators’ breath 
freezes in the chill, still air. It seems even colder 
in this great ornate tomb than it is outside. 
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An unlocked door from this floor leads out 
into the Palazzo courtyard. 


THE SECOND FLOOR 


The second floor is made up of reception rooms 
and grand chambers, intended for meetings, 
balls, and councils. Huge carved marble fire- 
places gape coldly. The inhabitants of the tap- 
estries and age-darkened paintings peer down 
at the investigators. Rooms open into further 
rooms, all grand and rich and high, with mar- 
ble staircases on every landing. 


THE THIRD FLOOR 


The top floor is reserved for the family's pri- 
vate apartments. These rooms are not open to 
visitors. 

The private apartments on the third 
floor face the clock tower. The door is locked 
(Strength rolls or Locksmith to get in). Inside 
was once a fine room. The most prominent 
piece of furniture is an ornate but ancient arm- 
chair that has been drawn up facing a window. 
The window was left open by the last visitors, 
presumably by accident. As a result of this neg- 
ligence the curtains and fine furniture in this 
room have been alternately soaked and frozen, 
and are now ruined. The window directly faces 
the clock tower. 

The armchair is horribly stained and still 
stinks of the human corpse that rested there. 
Even now the cushions sag and the back rest 
holds the indent of a head as if this dumb, in- 
animate object is holding fast to the memory of 
its dead. Here old Signor Rezzoniani sat, look- 
ing out at his beloved automatons, and here he 
died unnoticed and alone. 


THe Crock Tower 


The single entrance to the clock tower is from 
the Palazzo courtyard. The internal doors from 
the Palazzo to the courtyard are all unlocked. 

The day is dark and foggy, and getting dark- 
er and foggier as evening approaches. 

As the clock strikes, the clock tower gives 
out a great clanking and grinding of gears. 
Then jerkily, but with great precision still, a 
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procession of automatons appears to chime 
the hour. Two automatons emerge onto a bal- 
cony beneath the hands of the clock at the 
quarter and three-quarters of the hour. Four 
emerge at half-past the hour, and the full set of 
eight parade on the hour. 

Single chimes mark the quarters and half- 
hours; each hour is fully counted out. With 
each bell stroke, in unison, each investigator 
feels a twinge in their left leg. 

See “The Automatons" section for their de- 
scription. It is difficult to clearly observe the 
automatons from the courtyard. The best view 
is from the third floor window in the Rezzoni- 
ani private apartment. 


THE DOOR 


The door to the clock tower is locked (Strength 
or Locksmith rolls). Within, the tower is pitch- 
black. The investigators must bring their own 
light or increase the risk of a nasty fall. 

There are five flights of stone stairs. The 
landings have narrow slit windows, surmount- 
ed by grinning gargoyles. The windows have 
no panes, and are wide enough for a person of 
SIZ 60 or less to crawl through. The Grand Ca- 
nal moves sluggishly far below. 


THE STAIRS 


The steps are not those kindly-graded, wide, 
low, and regular ones of the 20th century. They 
are irregular and worn, and barely as deep as 
an average human foot. Climbers must take 
care. The stout new railings are a real help. 

If the investigators have been diligent in 
seeing the sights from atop the great cathedrals 
of Europe they will be in good shape for this 
climb. Otherwise they arrive at the top of the 
campanile pop-eyed, disheveled, and breath- 
less. Their left legs cramp. They limp, trip and 
hobble to a halt on a narrow landing. 

Above are narrow wooden slats, no more 
than a ladder, and a timber trapdoor in the 
roof. It is padlocked against the idle curiosity 
of summer tourists, but the lock breaks so eas- 
ily that any Strength roll to force it is allowed 
a bonus die. If a Hard success is achieved, the 
investigator is taken by surprise at its weakness. 
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All involved must receive successful Dexterity 
rolls or less or tumble down stairs. 

Uninvolved investigators may attempt to grab 
falling companions, opposing Strength against 
Size. Failing, they start to fall as well. Pitching 
down the first flight of stairs does 1D3 dam- 
age. At the landing below, a new Dexterity roll is 
needed to stop tumbling. Failure means another 
1D3 hit points lost for the next set of stairs, and 
so on, until survivors hit the ground floor. 

Players should be thankful for the new rail- 
ings; without them, each investigator who trips 
would fall directly down the open central shaft, 
a loss of 6D6 hit points each. 

The trap door open, a final flight of very 
narrow stairs (investigators over SIZ 65 must 
climb sideways) winds up one further story, 
opening into the clockwork itself. 


OUTSIDE THE CLOCK 


Day or night, it is dark enough for Fenalik to 
follow them. He climbs up on the outside of 
the tower without effort. He soundlessly reach- 
es the top and stands opposite the clock face, 
on the automatons' track. He realizes exactly 
where the left leg of his precious statue is and 
wrestles with the temptation to grab it and run. 


INSIDE THE CLOCK 


Tall investigators must stoop as vast cogs slow- 
ly wind overhead. Short investigators must 
stretch their legs to climb over interlocking 
pinwheels and gears protruding from the floor. 
Taut chains drop from the ceiling. This could 
be a deadly place in the dark. 

Within the windswept cupola, the over- 
whelming impression is of ponderous, inev- 
itable motion. As the investigators advance 
through this functional confusion, they glimpse 
some of the automatons towering above them, 
gaudy and sinister in the dim light, frozen mid- 
stride. Here and there a weapon glints. 


THE AUTOMATONS 


These larger-than-life figures are gilded gro- 
tesques. 

The following lists how they are paired and 
how they behave at the quarter hours. The 'tri- 
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umph listing indicates which figure holds the 
platform for a moment after the other retreats. 


> Quarter Past the Hour: Two Automatons: 
Death versus Angel. Death (armed with 
scythe) and Angel (armed with trumpet) 
meet and fight: Death triumphs. 


> Half Past the Hour: Four Automatons: 
The Turk (armed with scimitar) and 
Winged Lion (armed with front paw) 
meet and fight: Winged Lion triumphs. 
Following, Condottiere (Soldier, armed 
with sword) and Assassin (armed with 
huge club) meet and fight: Soldier 
triumphs. 


> Quarter to the Hour: Two Automatons: 
Lass versus Lad; Rustic Lass (exhibiting 
dancing leg) and Rustic Lad (enraptured, 
with Bow and Grab, see statistics on page 
40) meet and dance: Rustic Lad chases 
Rustic Lass off-stage. 

>» On the Hour: All eight Automatons 
advance and go through their motions, 
starting with Death versus the Angel. 


SEARCHING THE STATUES 


Below is a list of which automaton is where at 
the quarter hours, with a focus on which pair is 
nearest the balcony doors onto the clock-face. 
Please read in conjunction with the nearby map. 


00:01-00:15 
Row 1: Death, Turk, Soldier, Lass 
Row 2: Angel, Lion, Assassin, Lad 

00:16-00:30 
Коу 1: Turk, Soldier, Lass, Death 
Row 2: Lion, Assassin, Lad, Angel 

00:31-00:45 
Row 1: Lass, Death, Turk, Soldier 
Row 2: Lad, Angel, Lion, Assassin 
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00:46-00:60 
Row 1: Death, Turk, Soldier, Lass 
Row 2: Angel, Lion, Assassin, Lad 


The first pair listed are those closest to the bal- 
cony door, and the first out onto the clock face. 
The last listed are nearest the trapdoor where 
the investigators enter. 

Investigators must squeeze past the lat- 
er statues to get at the ones at the front of the 
queue. 

Close inspection by the investigators sees 
that the Angel, Assassin and Death have cov- 
ered legs and are carved as solid pieces. The Li- 
on's paws rule him out as a candidate for the 
Left Leg. Only the Turk, the Soldier, the Rustic 
Lad and the Rustic Lass expose significant leg. 

Scratching the gilt quickly reveals the color 
of the original material beneath. The Left Leg of 
the Sedefkar Simulacrum is on the Soldier. 


THE CLOCK STRIKES 


Just as the scratch test reveals the true colors, 
the next quarter hour is reached. (The investi- 
gators can keep clear if the players specify that 
they stand clear and wait for the clock to strike. 
Do not penalize them for being cautious.) 

Within the clock, the noise of the bell is loud 
enough to make investigators fear for hearing 
and sanity. The strike of midnight is intolera- 
ble. While the midnight bell sounds, work must 
cease as investigators block their ears. 

The clockwork grinds into motion. The 
Soldier springs forward, brandishing his trusty 
sword. The doors spring open and on a suc- 
cessful Spot Hidden, Fenalik is visible stand- 
ing by the clock face, five impossible stories 
high on the outside of the building. 

Fenalik, mortified, leaps backwards and 
vanishes (0/1D3 SAN to see his astonishing 
suicide, although of course no body can be 
found in the courtyard when the investigators 
descend). He hesitates before fleeing, just long 
enough to make investigators think that he too 
wants the leg of the Soldier. He hopes the sur- 
prise of his appearance can be written off as 
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a trick of the light. A successful Spot Hidden 
roll notes a large bat flying away. 

When the statues start moving, investi- 
gators searching them risk being carried out 
onto the clock face and platform (Dexterity 
rolls to flatten against the wall). 

If the investigators look for a way to stop 
the machinery and succeed in a Mechanical 
Repair roll, they find the lever which shuts 
down the clockwork. It is right between the 
two tracks for the automatons, and requires 
Dodge to reach in safety if the clock is striking. 

The automatons move forward on their 
fixed stands and out onto the heavy bulwark 
beyond the archway, through doors which 
slide open before them. They go to a great bell, 
strike it, and circle one another in their tri- 
umphs. The chimes over, they return through 
the opposite doorway. 

Any serious attempt to stop the Soldier 
advancing (opposed Strength rolls versus his 
Strength 100), or to remove the leg from the 
automaton disturbs the clockwork, with the 
results outlined below. 

If the investigators let the Soldier pursue 
his normal path, he returns into the clock on 
cue, both legs intact, where the investigators 
can attempt to disassemble him. It is a tricky 
job in bad light, requiring a successful Me- 
chanical Repair roll to detach the leg. Brute 
force can be employed. The statue can be 
smashed if 20 points of damage is done to it 
(see Statistics). 


THE AUTOMATONS ATTACK 


Any attempt to remove the leg has a reaction, 
whether it succeeds or fails. For a moment, all 
is calm and still. Then the clockwork starts 
grinding and whirring faster, and a great gab- 
ble of stressed machine sounds begin. If the 
cut-off lever has been engaged, it disengages 
now. Gears and saw-toothed ratchets come 
loose and start falling off. Right next to the in- 
vestigators and around them and before and 
behind, the clockwork figures come crazily to 
life, abruptly spinning and bolting along their 
figure-eight path, attacking with their normal 
weapons and with a ferocity made worse by 
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their mechanical movements and fixed faces: 
lose 0/1D6 Sanity points. 

Those with successful Sanity rolls see 
that their actions have disturbed the delicate 
weights and relations that control the clock- 
work. It is now breaking down in a spectacu- 
lar fashion. 

Those with failed rolls are convinced that 
the clockwork figures have come to life and are 
attacking them. 

Whether or not their Sanity rolls succeed, 
each investigator in the clockworks must with- 
stand or somehow evade two attacks by ran- 
dom automatons; kee the statistics] section at 
the end of this chapter for pertinent informa- 
tion. Each attack lasts only one round. 
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Those who become insane (temporari- 
ly or not) panic and run. They must Jump or 
Dodge obstacles in their path, such as whir- 
ring head-high and groin-high cogs or swords 
or kicking feet. Each loses 1D6 hit points if the 
chosen roll fails, but regardless of injury they 
dont stop running. They need a successful 
Dexterity roll or they tumble down the stairs 
(the difficulty is Hard if they have no light). 

Once the cacophony starts, the investiga- | — | 
tors have ten minutes to quit the tower before — 4. 
police, Blackshirts, and mobs converge. The — ——. 
automatons continue to spin and strike, p — 
and strike, eventually dashing themselves: o 
pieces. 
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CONCLUSION 


Award each investigator 1D4 Sanity for recov- 
ering the Left Leg of the Sedefkar Simulacrum. 

The Left Leg is SIZ 20, heavy and awkward 
and difficult to hide. The investigator who 
recovered the Left Leg begins to suffer from 
the Baleful Influence. If the investigators are 
caught with it, or linked to the destruction of 
the historic clockwork, they can be charged. 
Jail or fines are real possibilities; allow bail so 
that the investigators can skip town. 

Now seems a good time to depart Venice, 
which will slowly return to normal with both 
the Left Leg and Fenalik gone. Travelers are 
advised to be at the train station half an hour 
before departure, as booking in of the luggage 
is a very slow process. 

If Sebastiano Gremanci learns of their de- 
parture and recovery of the Left Leg he con- 
gratulates the investigators. He equates Fas- 
cism with the occult, so a blow against the 
occult forces is for him a blow against Fascism. 
He seems to move more easily and lean less 
heavily on his cane as the Left Leg leaves Ven- 
ice. This does not change the fact that he is dy- 
ing; the investigators will not meet him again. 
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As they board, an elderly gentleman, heav- 
ily muffled against the inclement weather, is 
wheeled on. This is Fenalik. 


FENALIK 


That night, the investigators dream of a whit- 
ish human form which scuttles louse-like, 
spider-like, crab-like over the exteriors of the 
hurtling cars, gazing in through curtain slits 
with dark-circled, hungry eyes. Through the 
thing's eyes they see absent images of them- 
selves, discussing, sleeping, brushing their 
teeth, but as abstractly, as objectively as they 
might look at turkeys or tomatoes—without a 
trace of sympathy. 

The investigators, somehow eavesdrop- 
ping on Fenalik as he has spied on them, come 
to feel an overwhelming sense of appraisal, 
and the glimmer of amusement at things so 
weak, so yoked together by weakness that they 
must be obscenely dependent on one another 
to achieve anything, instead of being glorious 
in solitude, totally self-sufficient. And then the 
dream dwindles insensibly into blind antici- 
pation, and even that passes into blackness. 
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ANTONIO GREMANCI, Age 60, Gre- 


manci Senior 


STR 40 CON 80 51760 INT 80 
POW 75  DEX50 АРР 45 EDU75 
Sanity 75 Build:0 Move:4 НР: 14 


Damage Bonus: 0 
25% (12/5), damage 1D3 
Dodge 25% (12/5) 


Skills: Accounting 90%, Mechanical Repair 70%, Psy- 
chology 45%. 


Languages: Italian (Own) 75%. 


Brawl 


SEBASTIANO GREMANCI, Age 26, 


Antonio’s son 


STR 50 CON 45 SIZ85 INT 90 
POW 85 DEX35 APP80 EDU 65 
Sanity 85 Build:1  Move:7 HP: 13 


Damage Bonus: +1D4 


Firearms 70% (35/14), but does not own a gun 
Brawl 5596 (27/11), damage 1D3 + 1D4 
Dodge 30% (15/6) 


Skills: Accounting 4096, Library Use 60%, Mechanical 
Repair 6096 Venetian History 60%. 


Languages: English 4096, Italian (own) 6596, French 
40%. 


GASPARO, Age 69, Night watchman 


STR 60 CON 70 51760 INT 60 

POW 50 DEX50 APP55 EDU 45 

Sanity:50 Build:0 | Move:5 HP: 13 

Damage Bonus: 0 

.32 Revolver 20% (10/4), damage 1D8 

25% (12/5), damage 1D3 

Dodge 25% 

Skills: Catch Rat 35%, Listen 30%, Spot Hidden 30%. 
Languages: Italian (Own) 45%. 


Brawl 


MARIA STAGLIANI, Age 20, Young Italian 


Lover 
STR 60 CON 70 SIZ 60 INT 65 
POW 75 DEX55 АРР 75 EDU75 


Sanity 72 Build: 0 
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Move: 4 HP: 13 


Damage Bonus: 0 
Dodge 27% (13/5) 


Skills: Credit Rating 40%, Library Use 52%, Venetian 
History 47%. 


Languages: English 50%, French 32%, Italian (own) 
75%. 


GEORGIO САЅРАКЕТТІ, Age 22, Young 


Italian Lover 


STR 70 CON 80  SIZ75 INT 55 
POW85 DEX75 АРР 85 EDU 60 
Sanity 85 Build:1 Move:8 НР: 15 


Damage Bonus: +1D4 
67% (33/13), damage 1D3 + 1D4 
Dodge 53% (26/11) 


Skills: Charm 53%, Climb 78%, Jump 64%, Library Use 
45%, Persuade 22%, Stealth 47%, Swim 51%, Throw 
38%. 


Languages: English 17%, French 45%, Italian (own) 
55%. 

If the Blackshirts catch Georgio alone, they give him a 
beating for 2D6 damage. 


Brawl 


ALBERTO ROSSINI, Age 40, Fascist Leader 


STR 50 CON 75 
POW50 РЕХ 45 
Sanity 50 Build: 1 


SIZ 90 INT 60 
APP40 EDU 80 
Move:6 НР: 17 


Damage Bonus: +104 


Derringer 36% (18/6), damage 106 
Brawl 40% (20/8), damage 1D3 + 1D4 
Dodge 30% (15/6) 


Skills: Belittle 53%, Credit Rating 58%, Intimidate 50%, 
Listen 46%, Occult 19%, Persuade 43%, Spot Hid- 
den 55%. 


Languages: English 20%, Italian (own) 80%. 


NONNO FIDELE, Caretaker, Age 66, 


Palazzo Rezzoniani 


STR 50 CON50 $SIZ70  INT75 
POW35  DEX60 APP70 EDU 40 
Sanity 35  Build:0 | Move:4 НР: 12 
Damage Bonus: 0 


Brawl 25% (12/5), damage 1D3 
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Dodge 30% (15/6) 


Skills: Bargain 35%, Listen 40%, Mechanical Repair 
40%, Spot Hidden 40%, Spot Tourist 60%. 


Languages: English 10%, Italian (Own) 40%. 


THE Mos 


At several points in this scenario the investigators 
may encounter a mob of Venetians. The mob is not a 
rational entity, it is a collection of fear-crazed citizens 
clinging together for self-defense. This mob has a ring- 
leader egging it on. 

Investigators can elude the mob by Stealth rolls, or by 
sprinting away (Constitution rolls). Persuade or Fast 
Talk rolls (in Italian) can defuse the situation. 

Otherwise, the mob roughs up their victim or victims 
(lose 1D4 hit points each) and tosses them into the near- 
est canal; each investigator must receive a successful Swim 
roll or the keeper should begin the drowning procedure. 

Discharge of a firearm scatters the mob and brings the 
police, who view dimly the killing of any Venetian by for- 
eigners, even in self-defence. 

Some individual stats are given below, but keepers are 
advised to run mobs as a collective entity, as outlined 
above. 

Mobs can have as many members as the keeper wishes. 
The group statistics below are similar to those for Se- 
bastiano Gremanci's friends; they're the sort who would 
compose a mob, after all. 


CARLO CASCIANO, Age 35, Ringleader 


STR 65 CON 65 
POW70  DEX55 
Sanity 64 Build: 1 


SIZ 65 INT 60 
APP70 EDU 45 
Move:5 НР: 13 


Damage Bonus: +104 


Brawl 50% (25/10), damage 103 + 1D4 
Club 50% (25/10), damage 106 + 104 
Dodge 4096 (20/8) 


Skills: Fast Talk 6096, Spot Hidden 40%. 
Language: Italian (own) 45%. 


SAMPLE MOB MEMBER, Age 25 


STR 55 CON 55 
POW60  DEX55 
Sanity 54 Build: 0 


SIZ 65 INT 50 
APP55 EDU 40 
Move:7 НР: 12 


Damage Bonus: 0 


Brawl] 40% (20/8), damage 1D3 + 1D4 
Club 40% (20/8), damage 1D6 + 1D4 
Dodge 30% (15/6) 
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Skills: Growl Ominously 5596, Spot Hidden 2596, Wave 
Torches 6596. 


Language: Italian (own) 40%. 


SIX BLACKSHIRT THUGS, Ages 25, 


Superstitious Brutes 


These apes enjoy the power and invulnerability of hunt- 
ing in a pack. However, they are made nervous by Ven- 
ice's current climate of dread. Their Sanity is 40 each. 
Damage Bonus: +1D4 

60% (30/12), damage 103 + 1р4 

Dodge 25% (12/5) 


Skills: Intimidate 35%, Listen 30%, Occult 10%, Spot 
Hidden 30%. 
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TWO BLACKSHIRT ELITE, Ages 21, 
University Students 


Brawl 


These two idealists are cruel and calculating in wielding 
power to establish the New Italy. Their Sanity is 75 each. 
Damage Bonus: 0 

7096 (30/12), damage 1D3 

Dodge 40% (20/8) 


Skills: Intimidate 6096, Listen 5596, Occult 1096, Per- 
suade 4596, Spot Hidden 6096. 


Brawl 


SIX POLICE (Vigili) 


The police seek to control and arrest first, then ask 
questions. If fired on, they retreat until reinforced. In 
hand-to-hand fighting, they seek to disarm, to restrain, 
or to knock-out opponents. 

Damage Bonus: +1D4 

50% (25/10), damage 1D3 + 1D4 
Nightstick 50% (25/10), damage 1D6 + 1D4 


Skills: Follow Orders 6596, Law 2096, Listen 5096, Spot 
Hidden 5096. 
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SEBASTIANO'S FRIENDS, Ages 30, 
Venetian Army Veteran Low Lifes 


These ruffians are stout friends of Sebastiano Greman- 
ci, and therefore willing to help the investigators. Other- 
wise they would stay out nights drinking, gambling, and 
being cynical and worthless. However, they too feel the 
strangeness of the times, and may flee at an inopportune 
moment. Their Sanity is 50 each. 


Damage Bonus: 0 
Brawl] 65% (32/13), damage 1D3 
Dodge 30% (15/6) 
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THEAUTOMATONS 


STR 100 SIZ100 DEX 60/90* HP: 20 each 


* Six automatons have DEX 60; Rustic Lass and Rustic 
Lad have DEX 90. 


Each automaton can take 20 points of damage before 
falling to pieces or being effectively disabled. All weap- 
ons do normal damage except that no impales occur. 


Damage Bonus: The automaton attack without pur- 
pose. No damage bonus applies. 


Attacks: The Keeper may choose to track which investi- 
gator is closest to which automaton, and roll attacks 
accordingly. Otherwise, attacks can be randomised 
by rolling 1D8 and choosing the listed automaton. 


(1) Death: Scythe 50% (25/10), damage 1D6 (to legs). If 
hit, roll Constitution or be unable to walk for 1D4 
days. Days can be converted to minutes with a suc- 
cessful First Aid roll. 
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(2) Angel: Trumpet 50% (25/10), damage 1D4 (to 
head). If struck, roll Constitution or be unconscious 
for 1D4 hours. Hours can be converted to minutes 
with a successful First Aid roll. 


(3) Turk: Scimitar 50% (25/10), damage 1D6+2 (to 
torso). 


(4) Soldier: Sword 50% (25/10), damage 1D8 (to torso). 
(5) Assassin: Club 50% (25/10), damage 1D6 (to torso). 


(6) Lion: Paw 50% (25/10), damage 1D4 (to torso). An 
internal bellows roars as it attacks—Sanity loss is 0/1 
for the surprise at the first time. 


(7) Rustic Lass: Flirty Pirouette (Kick) 50% (25/10), 
damage 1D6 (to torso) plus thrown for 2D6 feet (or 
1D6 if the investigator succeeds in a Size roll). This 
could be dangerous if near the open doors. 


(8) Rustic Lad: Spin, Bow and Amorous Embrace 
(Brawl) 50% (25/10), no damage, but see next para- 
graph. 

A grappled investigator must succeed an opposed 
Strength roll versus STR 100 to break free, or else be 
pinned and whirled towards the clock tower doors at 
high speed. 


The next round, the doors spring open and 
Rustic Lad does his spin, bow, and embrace, opening 
his arms to empty air. The investigator needs to roll 
Dexterity to grab hold of the bulwark. Failing, he 
or she falls five high stories (damage 6D6). Succeed- 
ing, a successful Climb roll or someone to offer a 
hand up is required before the investigator can do 
anything except hold on. 
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CONSTANTINOPLE 1204 
The Dark Crusader 


In which Frankish knights on the Fourth Crusade at the 
Sack of Constantinople hunt down and put an end to the madman 
Sedefkar and his infernal simulacrum, only to unleash a new evil 
upon the ages to come. 


by @ Gillan 


KEEPER'S INFORMATION 


“The Dark Crusader” is a Cthulhu Dark Ages 
scenario set during the 1204 fall of Constanti- 
nople while the city is sacked and looted with 
appalling violence, even by the standards of a 
violent era. The scenario introduces a number 
of concepts from the 1923 campaign and sows 
the seeds of the disposition of key items and 
one character in the later campaign. Sedefkar 
himself is present in the city, trapped when the 
Crusaders landed and gave siege months before, 


This | isforical Scenario is Optional 


This historical sce- 
nario is optional. 
Notes for integrat- 
ing it with the 1920s 
campaign appear 
nearby. A copy of 
Cthulhu Dark Ages 
would enhance the 
experience of run- 
ning this adventure, 
but is not necessary. — 
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and unwilling to abandon his insane plans. He 
currently possesses both the simulacrum and 
the Mims Sahis. Fenalik is also here, disguised 
as a leper monk in the service of Count Bald- 
win, and eager to get his hands on the items. 


IT IS WRITTEN 


As a historical event within the larger story, to 
some extent this scenario has a pre-determined 
result. This removes some freedom from the 
players to roleplay diverse outcomes. For the 
1923 story to make sense, Fenalik must achieve 
the Sedefkar Simulacrum here. 

It is hoped that players will derive enjoy- 
ment from being the pivotal characters within 
that chain of events, as well as gaining firsthand 
insights into the historical personages and arti- 
facts which shape the campaign. If they try to 
change history at the end, the keeper must out- 
wit them, or close the chapter early. 


ABOUT THE INVESTIGATORS 


Pre-generated investigators for this scenario 
are provided in the Esset ection. 

Players may prefer to create their own 
characters. They should be loyal to the Cru- 
saders and owing fealty to the Frankish Count 
Baldwin of Flanders. 

A Note On Terms: the word Frank is used 
to describe the Crusaders from across mod- 
ern France and the border areas of many 
nearby countries. Venetians refers to the men 


43 


Tr 


tocrator 
Venetian camp (Dandolo) 
. Hagia Sophia 
. Golden Gate 
rw 
. Cistern of Actius 
T Ç N . Cistern of Aspar 
) А || 10. Forum of Theodosius 
| Constantinople 117275: 
|, nc THE CINE OF THE FOURTH CRUSADE ў | 12. The Red Tower 


13. The Leper Ship 


THe Fourth CRUSADE 


AND THE SACK OF CONSTANTINOPLE 


of Venice. Other Italians describe their place 
of origin as their native city. For instance 
there are many Pisans in Constantinople 
who are hostile to the men of Venice. and conquest of the Greek Christian Capital by 
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The scenario takes place during the Fourth 
Crusade at what is arguably its climax, the sack 
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Using This Scenario 
with the 1923 Campaign 


The events of “The Dark Crusader" are recorded in 
the Latin manuscript The Devil's Simulare, which 
is found in the Biblioteca Marciana (see the Venice 
chapter). 

Reading the manuscript triggers this scenario. It is 
recommended that this and all other historical sce- 
narios be played in the breaks between the 1923 sce- 
narios. Thus, an ideal time for this scenario is to have 
the investigators read the diary when leaving Venice 
for Trieste. 


HANDOUTS FOR 1920S 
INVESTIGATORS 


То assist the keeper, two special handouts are pro- 

vided for 1920s investigators: 

* The Devil’s Simulare: Introductory Handout is 
a brief player handout which can be given when 
the investigators first find the Latin manuscript 
in Venice. This is intended to satisfy their curios- 
ity until you present the scenario in full. 

+  TheDevil's Simulare: Summary Handout is for 
keepers planning a shorter campaign. This can 
be given out if the scenario will not be used. It 
is offered to allow the 1923 investigators to learn 
more about the 1204 events. It contains spoilers, 
so only give this out if you have no plans to run 
it at a later date. It can be given at the end of the 
scenario, however. 


the Crusaders, during April 1204. The Fourth 
Crusade is infamous as the Crusade which did 
not even hold to its initial dubious premise of 
making war on the infidel. They made war in- 
stead against fellow Christians, diverting from 
an attack on Egypt to attack first Zara, the Hun- 
garian city, and then Constantinople, the seat of 
the Byzantine Empire. The reasons for this are 
many and complex. They have been necessarily 
simplified for the purposes of the background 
of the game. 
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THE DEVIL'S SIMULARE: 
INTRODUCTORY HANDOUT 


' 1 
1 1 
1 1 
! The Devil's Simulare 
(Latin) 
í — This is an illuminated manuscript written in 1 
Latin by an anonymous Cistercian monk prob- 
ı ably around 1260 and based on earlier material — i 
by monks who were in Constantinople follow- 
! ing 1204. The material was taken to Venice when | 
ı — the Venetian crusaders departed there. It was — : 
!  boundinto a single volume in 1505 by an Italian — ' 
ı craftsman whose binding imprint and date аге i 
still in the flyleaf. The volume tells a continuous 
| narrative concerning the Fourth Crusade and | 
ı the Sack of Constantinople with digressions 1 
stressing moral and theological lessons. Beauti- 
ı ful illuminations accompany the work, includ- — | 
! ing medieval depictions of a curved scimitar ! 
! with a serpent's head as the pommel, anda suit ! 
of armor which seems to have two faces, one 
' |) looking forwards and one looking back. А 
' 1 
1 1 


As repugnant аз the idea of the Crusades 
seems to moderns, they were an important and 
very popular medieval institution, with gen- 
erations of Crusaders in many families. The 
Fourth Crusade set out for the Holy Land and 
bartered with the city of Venice, famous for its 
ships, to provide transportation. The Doge of 
Venice agreed to build ships and have his men 
sail them, but the cost was high to the city, 
which had to suspend all other trade to do so. 
When the numbers of Crusaders came in at less 
than a third of what was expected, the Crusad- 
ers could not meet the cost. The Doge made a 
counter offer: the Venetians had recently lost 
control of the city of Zara in what later is Croa- 
tia—if the Crusaders could help them conquer 
the city they would suspend payment on the 
outstanding cost. 

The Crusaders besieged and conquered 
Zara, and while camped at the city were met 
by envoys of Alexius, Prince of Constantinople. 
Alexius was in exile. He had been staying with 
the German King, Philip of Swabia, who was 
cousin to Boniface of Montserrat, himself now 
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leader ofthe Frankish Crusaders, following their 
original leader Thibaut of Champagne's death. 
Alexius, the Franks, and Venetians formed a 
plan to put Alexius on the throne of Constanti- 
nople, as a friendly ruler. Relations between the 
Byzantine Empire and the west had never been 
simple. Also by taking the city the Franks would 
have enough money to pay the Venetians en- 
tirely (the Zara attack had only deferred pay- 
ment, not cancelled it). 

Not all the Crusaders were happy about 
this, but in the end the leaders won out and 
the Crusade went to Constantinople. The de- 
fender of the city was its current Emperor 
Alexius III. The attack came on July 5, 1203 
but stalled and the Franks had to hold to the 
northern side of the Golden Horn. A double 
assault—Franks at the land wall and Venetians 
at the harbor wall—was launched on July 17. 
After furious fighting, Alexius III fled the city. 
The Prince was installed as Alexius IV and 
the Crusaders settled in, camping outside the 
city in their ships and in nearby towns, and 
ready to receive the wealth and reinforcements 
promised them by their new Emperor. But 
the position of Byzantine Emperor was clos- 
er to the Roman model than the hereditary 
Frankish one, and Alexius IV lacked any pop- 
ular support. Also, the Byzantine treasury was 
broke. Relations between the Europeans and 
the Byzantines got rapidly worse. The Byzan- 
tines thought the Europeans uncouth, and the 
Europeans thought the Greeks degenerate. Ri- 
ots and a great fire afflicted the city. One of 
the young Alexius’ advisors, and son in law 
of Alexius III, Murtzuphlus, imprisoned and 
murdered the young Emperor, proclaiming 
himself Alexius V. He attacked the Venetian 
fleet with a fire ship. The Crusaders decided 
they would seize the city and place their own 
candidate on the throne as Emperor. By April 
1204 they had agreed on the dispensation of 
the Empire and launched their attack. To dem- 
onstrate their seriousness they even sent their 
prostitutes away in a ship. After days of intense 
fighting and an amphibious assault the walls 
were breached; Alexius V fled and the Crusad- 
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THE DEVIL'S SIMULARE: 
SUMMARY HANDOUT 


The summary contains spoilers. do not give this 
handout to the players if you intend to run the 
scenario in full. It can however be given out at the 
scenario's conclusion. 


Extract From 
The Devil’s Simulare, 
Or, The True Chronicles Of The Evils 
Of The Fourth Crusade (Latin) 


“Thus it can be seen that human evil was not at : 
the heart of the Sack of Constantinople in 1204 
but foul and monstrous devilry. That excellent — ! 
knight, soon to be Emperor of the Latin Em- І 
ріге, Count Baldwin, did поќе this апа sent his ! 
best knights and servants forth. They uncovered — | 
a foul plot to bring the iniquities of Satan upon 
the Crusaders and Greeks alike at whoseheartlay ! 
a debased Turk Sedefkar and his Satanic imple- І 
ments, а statue that could allow опе to assume ! 
the likeness of any man, prepared by human | 
skin, and called the Devil's Simulare, and a foul 
knife, the Serpent's Claw, able to inflict terrible i 
wounds while besotting the wielder with its evil. — : 
The statue was stolen by the Leper Monk Mero- 
vac, known in the east as Fenalik, and revealed to I 
be a creature of Satan himself. But the Turk was ! 
killed and the Count sent the knife safely with — ' 
stalwart allies to the city of Zara, so it might be т 
seen that good had triumphed. But in his iniqui- 
ty the Turk had voiced a curse upon the Europe- ] 
an leaders of the Crusade that within a few years ! 
came about and Emperor Baldwin was soon ' 
captured, tortured and killed by the Bulgars who | 
also beheaded Boniface, the other leader of the 
Crusade. The Venetian Doge also died soon after, — | 
his body remaining in Constantinople. Within a 
few years even the Pope had died. Even the Latin , ' 
Empire itself fell to the Greeks in 1261” 


ers set fire to the city to prevent counter attack. 
For the next three days the Franks and Vene- 
tians sacked the city with terrible violence. 

It is on the second day of this sack that the 
scenario commences. At the keeper's option, a 
short prologue can establish what the investiga- 
tors did during the assault on the walls. 
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Core Groups 


THE VENETIANS 
Lord: the Doge of Venice, Enrico Dandolo 
Encamped at: Church of Christ Pantocrator 


A man of remarkable energy and drive the 
Doge of Venice is 90 years old and blind yet still 
exerts ruthless control over Venice. Despite his 
age and disability he fought at the vanguard of 
his troops during the siege of Constantinople. 
He is noted by his contemporaries for being 
cunning and perceptive. 


mM 


THE FRANKS (BONIFACE) 
Lord: Marquis Boniface of Montserrat 
Encamped at: The Boukeleon Palace 


Boniface is the official leader of the Franks. He 
is cousin to the King of France and to the King 
of Germany, Philip of Swabia. (The latter has 
been recently sheltering Prince Alexius, until 
recently a potential heir of the Byzantine Em- 
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Timeline of the 
Fourth Crusade 


NOVEMBER 1199: Tournament of Écry: Thibaut 
of Champagne, initial leader of the Crusade, takes 
the cross. 


FEBRUARY-MAY 1200: More Franks take the cross, 
including Baldwin of Flanders. 


APRIL 1201: Treaty of Venice signed, setting out 
the financial terms of the Crusade between the 
Venetians and Franks. 


MAY 1201: Thibaut dies and Marquis Boniface of 
Montferrat becomes leader of the Crusades. 


MID-1202: Crusade reaches Venice and departs 
from there in Venetian ships. 


NOVEMBER 1202: Siege of Zara. 


DECEMBER 1204: Envoys arrive from Prince 
Alexius. 


JUNE 1203: Crusade arrives at Constantinople. 


JULY 1203: Attack on Constantinople. Emperor 
Alexius III flees. 


AUGUST 1203: Crusaders install Alexius IV. 
Crusaders tour the Byzantine Empire. 


JANUARY 1204: Murtzuphlus, son-in-law of Alexi- 
us III imprisons Alexius IV and seizes the throne. 


FEBRUARY 1204: Alexius IV is killed. 


MARCH 1204: The French and Venetian Crusaders 
come to an agreement about dividing the Byzantine 
Empire. 


9 APRIL 1204: Assault on Constantinople. 
12 APRIL 1204: Capture of Constantinople. 
13-15 APRIL 1204: Sack of Constantinople. 


16 MAY 1204: Coronation of Emperor Baldwin. 
Start of the Latin Empire. 


pire). Boniface is a courtly man, interested in 
chivalry and poetry but is not trusted by the Ve- 
netians. Everyone believes he will be made the 
new Emperor of Byzantium. Even the Greeks, 
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trying to appease the Crusaders, make a cross 
and say "Sanctus rex marchio" believing the 
Marquis will be the next ruler, which tends to 
anger those not of his faction, especially the Ve- 
netians. 


THE FRANKS (BALDWIN) 
Lord: Count Baldwin of Flanders 
Encamped at: Blachernae Palace 


Baldwin set out with the biggest contingent of 
Crusaders and his men have been at the fore- 
front of the battles. He is around thirty. He is 
here with his crusading brother, Henry of Flan- 
ders, a staunch ally. Their father was also a Cru- 
sader. He firmly believes the sack is divine judg- 
ment on the Greeks for their perfidy. 


EUROPEAN RESIDENTS 


Largely in European Quarters along the south 
side of the Golden Horn 

Franks, Italians (mostly Pisans), Germans, 
and English previously resident in Constanti- 
nople have largely come over to the Crusaders’ 
side. Those who haven't have fled the city. This 
includes the famous Varangian guard, which 
started as a group of Viking warriors. By this 
time they are Anglo-Saxon English. 


BYZANTINES 


Largely displaced. Many are fleeing out of the 
Golden Gate. 

The people of the city are largely of Greek 
descent and are called interchangeably Byzan- 
tines or Greeks. The common people are all 
who are left. They have been abandoned by 
their leaders and are now suffering at the hands 
of the Crusaders. They include merchants, sol- 
diers, priests, tradesmen, laborers, and their 
wives and daughters. 


OFF STAGE: POPE INNOCENT III 


In Rome. 

For a man half way across Europe, the Pope 
is remarkably well-informed about the prog- 
ress of the Crusades, and has a number of spies 
in all camps. Of all the European factions, only 
he outright condemns attacking a fellow Chris- 
tian city (although he was not averse to the no- 
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tion of such an attack, but believed it had to be 
properly justified). 


Key City Locations 


Most of the locations important to the scenario 
are detailed within the appropriate sections of 
the scenario itself. However, investigators may 
also detour to some of the more notable places 
in Constantinople. Brief descriptions of some 
other places are offered below. 


HAGIA SOPHIA 


The greatest of Constantinople’s churches. It is 
a striking domed building, one of the finest in 
the empire. The Byzantine Empire’s spiritual 
heart, the church is now ruined and defiled. 
The sacraments and precious holy relics have 
been scattered or stolen. The high altar made 
of precious metals and fused into one has been 
split up for spoils. Horse and donkey dung foul 
the floors. A prostitute of the Franks sits on the 
altar and sings lewd songs by request. 


BOUKELEON PALACE 
OR GREAT PALACE COMPLEX 


The greatest of the Palaces in Constantinople, 
this is a vast complex or buildings and gardens. 
It has been seized by Marquis Boniface who is 
currently quartered there. 


THE HIPPODROME 


The Hippodrome is a gigantic stadium built by 
the Romans. It is adorned with a host of monu- 
ments which are currently being smashed or re- 
moved by the Venetians, who are over-running 
this location. Four giant bronze horses are the 
current preoccupation of the Venetians, who 
are hauling them down and trying to get them 
to their ships in the harbor. 


GOLDEN GATE 

This gate is the exit point for refugees out of 
the city. It is an ancient gateway in the southern 
wall at the bottom of the seventh hill of Con- 
stantinople. 
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Keerer's BACKGROUND 


The sack of Constantinople is a time of vio- 
lence and greed. But dark powers are afoot, 
exacerbating the chaos and driving their own 
foul agendas. Sedefkar, ageless sorcerer and dis- 
coverer of the simulacrum, has turned the fact 
he is trapped in the slowly dying city to his ad- 
vantage. Secretly ensconced in a tower, he is us- 
ing the simulacrum to impersonate a Crusader 
captain of Boniface’s army and luring Frank- 
ish and Venetian victims to be killed using the 
ritual knife, the Mims Sahis. With these victims 
he has summoned the baleful influence of The 
Skinless One, whose evil is fuelling the ram- 
page and riot across the city. At the same time 
Sedefkar is being sought by a Venetian cult, the 
Unburdened Flesh, who venerate The Skinless 
One and covet the statue and the knife. They 
have used their unnatural influence on the 
Venetians to make sure the Crusade has devi- 
ated to Constantinople, where they have heard 
Sedefkar is holed up. Nor are they alone. Fe- 
nalik the vampire also seeks Sedefkar’s prizes. 
To this end he has assumed the role of a leper 
monk Merovac, an occult advisor to the Frank- 
ish Count Baldwin. 

The events takes place over a short time 
frame as Constantinople is pillaged. The scenar- 
io grants an opportunity to see both the Mims 
Sahis and the simulacrum in action, though 
Sedefkar’s sorcery is very different to that lat- 
er used by the modern Brothers of the Skin. It 
also explains how the simulacrum comes into 
the hands of Fenalik and how the Mims Sahis 
ends up in Croatia. It is important for keepers 
to note the scenario is not predicated on the in- 
vestigators' failure, but on their success. They 
are tasked to act as Count Baldwin's agents and 
once they succeed, feudal lore dictates he sees to 
the disposition of any supernatural relics. Thus 
it is Count Baldwin's actions that will decide 
the fate of the items, but only providing the in- 
vestigators are successful in destroying Sedefkar 
and returning them to the Count. 
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ProLocue: STORMING THE WALLS 


Keepers may 
choose to begin 
the scenario with 
the final battle 
the day before the 
siege begins on 
April 12. Inves- 
tigators should 
make a roll or two 
to succeed in a 
heroic action, but 
the idea is not to put them in harm's way until 
the scenario proper begins. 


TACTICS OF BATTLE 


After a number of abortive attempts on the 
walls of Constantinople, the Crusaders launch 
an innovative assault. They lash pairs of Vene- 
tians ships together and create high bridges on 
top of the ships also in pairs so that a greater 
concentration of Crusaders can assault the tow- 
ers of the land walls of the city. This is a com- 
bined Frank and Venetian attack. At the same 
time Venetian ships attack the sea wall of the 
city. The attack is largely centered at the Golden 
Horn (see map on p. 44). 


PLACING INVESTIGATORS 


Players should choose where their investiga- 
tors fight during the Battle of Constantinople. 
(Non-combatants should be with the lower 
wall party, but not expected to take part.) 
› Onboard the ships, assaulting the Land 
wall and its towers 


> Onboard the same ships, but part 
of the landing party that attack 
the lower walls 


>» Onboard the horse transports, 
with the mounted knights 


The attack is launched at dawn after 
an early mass. The first part of the day 
is spent in sallying back and forth, 
with the ships trying to make pur- 
chase against the walls. The wind is 
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unfavorable and the Crusaders are repulsed by 
a determined defense. 

After midday the wind turns and springs 
up, driving the Crusader ships into the towers. 
The Crusaders see this as a sign of God's favor. 


> Towers: investigators on the towers must 
make Climb rolls to scale to the bridges 
and Dexterity rolls to get across. If they 
fail assume they plunge into the sea and 
emerge unharmed to join the party at the 
lower wall. First man across is a Venetian 
who is torn to pieces. Second is Sir Andrew 
d'Ureboise who manages to breach the 
towers. Investigators are in the party 
with him. This group includes one of 
Boniface’s men Sir Gautmaris, who acquits 
himself bravely and is in the forefront 
of the fighting. (Note: Sir Gautmaris is 
later impersonated by Sedefkar). Keepers 
should note the dangerous and precarious 
position of the Crusaders. 


> Lower Wall: Once this is done the lower 
wall group jumps down and attacks a 
postern gate with picks and swords and 
anything they can. Ask for a Jump roll 
to get to the gate quickly and be at the 
vanguard of the attack. They make a small 
hole. First through the hole is the cleric 
Aleamues of Clari whose brother even 
tries to hold him back. His fierce attack 
repels the Greeks despite their numbers 
and seventy Crusaders storm in after 
him. Sir Peter of Amiens orders a group 
of men to break down the nearest gate. 
The investigators here are among this 
group. They should make Strength rolls to 
succeed. 


y Horse Transports: Once the gate is 
breached the mounted Crusaders come 
thundering off the horse transports, onto 
the beach and into the city proper. They 
charge up Pantopoptes Monastery hill 
and the Byzantine Emperor’s camp and 
rout them. Make a successful Ride roll to 
take part in this, and a Sword attack to cut 
down the defenders. 
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Further [Reading 


The Fourth Crusade and the Sack of Constantinople 
are covered by a number of history books. Some use- 
ful texts out of many are Jonathan Phillips’ The Fourth 
Crusade and the Sack of Constantinople, from which 
the timeline was drawn, and Donald E Quiller and 
Thomas F Maddens The Fourth Crusade: The Con- 
quest of Constantinople. Both have extensive bibliogra- 
phies for further reading. Notable firsthand accounts 
include those of Gunther of Pairis and Nicetas Choni- 
ates. Gunther was a Cistercian monk who spends a lot 
of his account justifying in theological terms why his 
Abbot was right in looting Constantinople for sacred 
relics. Not only is it an interesting account, but pro- 
vides a remarkable example of medieval spin. Nicetas 
is a Byzantine and provides a justifiably outraged ac- 
count with many lurid details of the Crusaders’ bar- 
barism. Villehardouin's Conquest of Constantinople is 
another firsthand chronicle and one of the core west- 
ern texts of the campaign, since he was close to many 
of the main players. His version is available on Proj- 
ect Gutenberg, and worth looking at for background, 
but tellingly skips over the details of the sack entirely. 
The Internet Medieval Sourcebook has a collection of 
historical documents and maps on key aspects of the 
Crusade, including extracts from most of the above at 
Fordham University’s site (www.fordham.edu/halsall/ 
source/4cde.asp). Finally, an online 3D reconstruc- 
tion of Constantinople in 1200 can be found (www. 
arkeo3d.com/byzantium1200). It has a few problems 
but is still a useful way of visualizing the city. 


Historynet.com has a useful summary reprinted 
from the magazine Military History including de- 
tails of the actual attack on Constantinople preced- 
ing the sack (www.historynet.com/fourth-crusade. 
htm). The Chaosium publication Cthulhu Dark Ages 
would greatly enhance this scenario, especially as 
it includes expanded background, equipment and 
magic for medieval investigators, but its ownership 
and use is not required. Everything needed for play 
is here. 


ADDITIONAL THANKS 


Some of the pre-generated investigators were created 
by the original playtesters: Gilles de La Grave (Dean 
Engelhardt), Brother David (Peter Thomas) Andre 
of Troyes (Scott Belgrove), and Renaud of Flanders 
(Angus Lidstone). 
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By this time the Crusaders are streaming into 
the city and the Greeks are fleeing. The battle 
is over. 


INVESTIGATOR'S INTRODUCTION 


The investigators are all loyal servants of Count 
Baldwin, and veterans of the Fourth Crusade 
and the siege of Zara. Each has distinguished 
him or herself in the Count's service, either for 
bravery, cunning, or learning. As members of 
the Counts party they are based around the 
Blachernae Palace (see map, p 44). 

The scenario begins on the second day af- 
ter the victory. The players should tell the keep- 
er how their investigator has spent the first day 
of the sack. Have they indulged or are they ap- 
palled? (Some Crusaders were.) The rule of the 
Franks is that any loot has to be put into the 
common purse for distribution later. Have they 
kept to this or, like most of the looters, tried to 
hoard some for themselves? Have they ousted a 
Byzantine family so they can live in splendor in 
a stolen house? Or are they living at the Palace 
to be close to the Count? 


ASUMMONS 


As the second morning of the Sack of Constan- 
tinople dawns, each of the investigators is sum- 
moned to the Blachernae Palace for an imme- 
diate and private audience with their liege lord, 
Count Baldwin. None would think of refusing. 
The city is in total disorder. The Franks 
are rioting and pillaging while the Venetians 
are more systematically hauling all of the trea- 
sure out of the city. The Franks put whores in 
the churches, they dress their horses in hats 
and linen, they assault or kill anyone they find 
who displeases them, they are mostly drunk. 
The leaders have indicated women are to be re- 
spected and all plunder given up to the com- 
mon purse for allocation. Both these axioms 
are ignored. Investigators are also aware of the 
core groups described above and of the general 
timeline and background of the Crusade. 
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BLACHERNAE 
PALACE 


The Blachernae Palace 


is the headquarters of 
Count Baldwin and 
his men. The city 
walls nearby still 
hold the remnants 
of the siege engines 
but the Palace itself 
fell without resistance 


Count Baldwin 
and is 


structurally 
unscathed. Knights and men are stripping the 
palace and carrying the treasures down to their 
ships. The ladies of Count Baldwin's court are 
also here, and part of it is orderly enough. The 
palace is a vast complex with churches, chapels, 
stout walls and many separate buildings. 

Once all the investigators have arrived, they 
are ushered to a tower off the sea walls. Inside, 
in a chamber off the more palatial area, they 
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Chaos in the Streets during the Sack of Constantinople 
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In keeping with theset- | _ 
ting of the Crusades NZ 
and the violent sack of 
Constantinople, and 
the fact that most of 
the investigators are 
Knights, the scenario 
contains a lot of com- 
bat. If keepers wish to 
limit the amount of 
combat and focus instead on the investigative side 
of the scenario, they may use one of the following 
solutions to reduce combat time: 


Morale: keepers may rule that combatants will 
‘break after two or more of their side is seriously 
wounded. The remainder yield or flee. Enemies who 
yield will expect mercy—the general brutality of the 
Sack makes this purely the decision of the investiga- 
tors, since the norms of conduct are for a dreadful 
time largely abandoned. 


Limit Enemies: Reducing the number of foes will 
hasten combats. This is not recommended however 
when the investigators face the Cult at the Church of 
St. Mokius, since overwhelming numbers are part of 
what drives that scene. 


are met by the Count and his brother, Henry of 
Flanders. None of his entourage appears. Suc- 
cessful Insight suggests this is secret business 
indeed. 


COUNT BALDWIN’S MISSION 


Count Baldwin addresses them warmly but se- 
riously, and quickly gets to the point. Rumor 
has come to him that a cabal of Venetians has 
given itself up to some despicable heresy, and 
with the use of foul magic has brought down 
a miasma of evil upon the city. While Bald- 
win believes the fate of Constantinople is the 
judgment of God, the fact that his own men 
have lost their heads and are ignoring all the 
strictures of civilized behavior, giving in to de- 
bauchery and the personal plundering of trea- 
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sure, makes him think some devilish force may 
be trying to pervert God's will. 

The investigators must go and find out the 
truth of this, destroy what dark magic they can, 
and bring back any item or relic that looks of 
genuine power to be handed over to the priest- 
hood for study and safekeeping. Baldwin's 
personal occultist is the Frankish leper monk 
Brother Merovac to whom he will send any- 
thing mysterious, since as a leper Merovac is 
not encouraged to travel abroad in the city. The 
investigators can also consult Merovac should 
they wish to board his leper ship in the har- 
bor. (If the pre-generated characters are in use, 
Brother David knows of Merovac the Leper 
Monk, and occultist by reputation, but he has 
never been on board the leper ship.) 

Baldwin insists the mission be kept secret. 
The Count charges the investigators to be cir- 
cumspect, since the allegiance between the 
Franks and the Venetians is on a knife-edge at 
best. Already on the Crusade there have been 
armed brawls between the two. If the heretics 
prove to be a problem, kill them, but not openly 
in the street. If the investigators can also learn 
what hand the Venetian Doge has in this, or if 
he is blameless, that will be a bonus. The Count 
says he will be generous when it comes to divid- 
ing the spoils of the city if they serve him well. 


SEEKING THE PRIEST 


The investigators must go in the first instance to 
the Northern Basilica at the Forum of Theodo- 
sius. A Venetian Priest was the one who came to 
Count Baldwin with tales of the cult. He is be- 
ing held by men loyal to Count Baldwin. They 
dare not move him. The investigators must go 
at once to hear his story and work from there. 


A FINAL REQUEST 


Before they leave Baldwin adds one other thing: 
some reports have suggested that the Byzan- 
tines have loosed a monster in the city to bring 
destruction on the Franks. If they see if such a 
monster, be so good as to kill it. 
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It is around noon by the time the investigators 
leave the Palace. The Count avails the investi- 
gators of the services of his bard, Bledic, as a 
guide. The bard has been in Constantinople 
prior to the siege and knows the city well. He 
is boastful about his importance to the Count, 
and keeps reminding the investigators of their 
duty to protect him. Some of the investigators 
have a rudimentary knowledge of the city and 
may elect to do without a guide. If this is the 
case once they deviate from the main thor- 
oughfares linking forums they must make a 
successful Other Kingdoms (Constantinople) 
roll or become lost. 

It is assumed the investigators are mount- 
ed but this is not necessary, although note that 
Constantinople is hilly and it will take many 
hours to walk across the city, especially in 
full armor. Assume about an hour a mile un- 
der these conditions (see the map for scale). 
The weather is mild of a day, since this is early 
Spring, dropping to cold of a night. 

The investigators should choose between 
the main thoroughfares or the backstreets. 
Main thoroughfares have the advantage of be- 
ing quicker and more easily navigated, but are 
also more visible. 


CHECKPOINTS 


Every half an hour of travel across the city 
the investigators will encounter a checkpoint. 
These have been set up by the Franks to limit 
the movement of any Greeks, and are manned 
by Sergeants with men-at-arms serving under 
them. Knights and other Franks will find no is- 
sues with passing these, but they will slow them 
down. Assume a 30% chance at any checkpoint 
that a Greek citizen will be arguing or in the 
process of being detained or possibly beaten. 
This will take the attention of the checkpoint 
guards, for good or ill. 


EXPERIENCING THE SACK 


Keepers should constantly remind the investi- 
gators this is a city being sacked. Everywhere 
there is looting, violence, brutality. A pall of 
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smoke hovers over the city from fires large 
and small. Whole buildings have been burned 
or gutted from previous fires, especially in the 
northwest. Screams rend the air and drunken 
gangs of knights swagger about seeking blood 
or gold or both. Crusaders grab Greeks and ex- 
tort money from them. If they don’t show them 
a place of treasure they are beaten or killed. Not 
all Crusaders were as foul as others: some Cru- 
saders are noted by Greek chroniclers to have 
intervened against rape and murder, though 
this was unusual. The Crusader’s wanton kill- 
ing extends even to babies and old people. Wit- 
nessing the sack requires a Sanity roll for 0/1 
loss. Insight confirms the Frankish knights are 
in a frenzy even worse than Zara. Perhaps some 
evil is behind this after all? 
Some typical encounters are: 


> Dead bodies everywhere in the street. 
> Old women sobbing, having been attacked. 


> A father beseeches the Franks to remember 
their Lord’s agreement that women were to 
be respected, as Flemish knights drag off 
his daughter. 


> A building is on fire and valuables are 
being thrown out the window into the 
street. 


> On the Mese (main thoroughfare) 
Byzantine monks are being flogged along 
the street as heretics. 


VARANGIAN ATTACK 


However the investigators choose to cross from 
the Blachernae to the Forum of Theodosius, 
they will pass one of the open cisterns of the 
city. The cisterns are large bodies of water un- 
derground, held up by Roman columns and 
joined by aqueducts to rivers and lakes near the 
city. They hold the city’s drinking water, Even 
the Franks avoid fouling them. The under- 
ground section is accessed by an elaborate arch 
above ground with a staircase leading down, 
The cistern itself has paths around it for access 
of workers and others, and a central area of wa- 
ter interspersed by columns. The water is too 
deep to wade in and would need to be swum. 
Sometimes small boats are used by workers. 
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Either at the Cistern of Aetius on the Mese 
or another (probably the Cistern of Aspar) be- 
tween the Blachernae or the Forum, a gang of 
Varangians tries to lure the investigators into 
the cistern, to kill them and rob them of their 
arms so they can escape the city in disguise. 
This attack is especially important because it 
provides an early chance for the investigators 
to prove their mettle against mundane foes and 
because it demonstrates the existence of the cis- 
tern system. 

As the investigators approach the cistern 
they glimpse a Frankish knight being dragged 
down the cistern stairs. He cries out wordlessly. 
As they get close they see he is being stabbed— 
but as soon as they are close enough they see it 
is only stage fighting, with a Varangian dressed 
as a Frank. Varangians spring from behind the 
pillars and attack! Keepers should use as many 
Varangians as there are investigators (ignore 
Bledic). Cautious investigators may use Spot 
Hidden to detect the ambush. 

The Varangians flee deeper into the cistern 
if they are overmatched. The investigators may 
follow and capture or slay them, or leave them 
go and return to their mission. 


AFTER THE CISTERN 


Just south of the cistern, a bunch of drunk- 
en Frankish soldiers claim a giant monster 
smashed down the house they had confiscated 
and devoured three of their friends. They claim 
it vanished into thin air or perhaps flew away. 
None can agree what it looked like. 


THE Forum Or Тнеороѕюиѕ 


FORUM AND BASILICA 


The Forum of Theodosius (Forum of the Bull) 
is a great Roman-style forum with Roman 
columns around a giant square. The forum is 
crowded with Franks loading loot onto mules 
or into carts. Others are busy striping the place 
of anything remotely valuable. More sit or 
lounge, drinking, gambling, brawling or tor- 
menting some Greek prisoner. 


54 


The One-Eyed Priest 


Four basilicas flank the sides of the forum. 
(A basilica in Byzantine usage is a church which 
began as an ancient structure). The northern 
basilica is the one the investigators seek. 


FOUR GUARDIAN KNIGHTS 


Keepers may wish to refer to the map of the 
Church of St. Mokius for the basic layout of the 
standard basilica. No specific map is provided 
for the basilica at Theodosius. 

Inside, four knights stand guard in the nave 
(the central area), watching over the entrance 
to the crypt. A successful Persuade or Status is 
needed to get by them if the bard is not present. 
Luck might mean one of the knights is known 
to one of the guards. Once the investigators 
have convinced the knights to take them to the 
prisoner, they are ushered down into the crypt. 

An Insight roll reveals the Knights are un- 
happy in this duty. They think the prisoner is 
mad or cursed, or maybe both. They take little 
comfort being in a church, since it is a Greek 
one, which they consider essentially tainted and 
heretical. They tell the investigators that Frank- 
ish Crusaders rescued Padre Agostino from 
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МаАМАМАМШАМАШАШАШАМАШАШАШАШАША 
The (Biirsed [Гуе 


An investigator may be sprayed with the pustulent 
fluid of Agostino's cursed eye. Keepers should test 
in private a Hard Constitution roll for the victim. 
If the investigator fails, their skin becomes itchy and 
irritated and their left eye increasingly painful and 
inflamed. In twenty-four hours the eye is hideous 
and swollen and will burst, doing 1D6 damage and 
rendering them permanently blind in that eye. San- 
ity loss for the victim is 1/1D6 Sanity points. 


It gets worse. If the High Priest of the Unburdened 
Flesh is still alive, make an opposed Power roll. 
Failure means the Sorcerer can now see out of that 
investigator's remaining eye. The investigator now 
loses one hit point per hour to wracking headaches 
until he reaches zero and his good eye explodes as he 
dies. Sanity loss for witnessing this is 0/1D4 Sanity 
points. Killing the sorcerer of the Unburdened Flesh 
halts this process. 


a bunch of masked heretics who 
quickly fled. One was killed 
and was a Venetian with a 
tattoo on his left bicep that 
resembled a whip with 
five tails and quirts (sharp 
tips). 


THE PRIEST’S TALE 


Locked in a caged area 
of the crypt is a one-eyed 
Venetian priest in ragged 
ceremonial garb. He appears 
to be in pain and rocks back 
and forth holding his head 
and mumbling “Must keep them back” in be- 
tween telling his tale. 


> Padre Agostino claims these men are part 
of a cabal of Venetians calling itself The 
Unburdened Flesh. He heard rumors 
the cult worked on the Doge to target 
Constantinople because of a fantastic 
occult treasure here. 
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Agostino's Infected Eye May > 
Cause Much Damage to 
Unknowing Investigators 


> Itis called “the Devil's Simulare” (the Latin 
word for likeness). The padre says it is an 
ancient satanic artifact which enables the 
wearer to assume any form as long as that 
person has the wearer’s skin. It can also be 
used to summon a terrible evil presence, 
which the Priest assumes is some devil of 
Satan. 


y Padre Agostino had heard of this cult 
before he left Venice but was appalled 
to find it active here. A Venetian knight 
named Ramardi had all the priests scour 
the city for traces of an artifact, a suit of 
armor seemingly made of ceramic, and 
also for a ritual in Latin that he believed 
the Byzantines had, for they had opposed 
this cult’s ancient forebears. They seemed 
to suspect someone might have been 
using the item, but were closed mouthed 
about that. 


> In the Church of St. Mokius on the Seventh 
Hill of Constantinople he found not the 
thing itself, but a chest that had been 
hidden by the Byzantine monks, in which 
was a ritual that mentioned that the pieces 
of the statue fused together, and how the 
ritual might be used to locate the thing. 


>» He hid the ritual in a recess 
beneath a Statue of the Virgin, 
knowing the cult would search 
him and hoping to flee them and 
get help. He thought it would be safe 
there, since he naively believes that no 
Christian would destroy such a thing as 
a Statue of the Virgin. 


The cult caught him. They 
tortured him and plucked out his 
eye and would have done worse 
except that Franks came and drove 
them off, since he was a Catholic priest. 


> Agostino now does not know whom to 
trust. He assumes since the cult were 
Venetians they would have little sway 
with the Franks. For this reason he sought 
agents of Count Baldwin who can promise 
him safety. He suspects the cult is still 
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waiting at the church for someone to come 
and claim the ritual. 


Insight suggests Agostino is a devout and de- 
cent man and telling the truth. An Occult roll 
can suggest bad things can happen if someone 
casts magic using a victim's eye. 

Keepers should note that Agostino cur- 
rently has a spell on him cast by the sorcer- 
er of the Unburdened Flesh. The sorcerer can 
see through Agostino's good eye, but the spell 
is slowly killing the host. Thus the identity of 
the investigators is revealed to the cult, but not 
what has been said. 

Once Agostino finishes his speech, he 
slumps. ^I am done, I have no more ener- 
gy left to hold them back. Stop this terrible 
evil. I commend your mission to God” Sud- 
denly he tears off the eye patch and a swol- 
len red eye bulges out of the empty socket. His 
mouth gibbers in sepulchral tones, “I see you.” 
Then he howls with laughter and the eye ex- 
plodes like a pustule, taking a portion of his 
head with it and bathing anyone close to him 
in slimy yellow fluid. Seeing this costs 0/1D4 
Sanity points. 


PLANS AND REINFORCEMENTS 


The investigators have a number 
of options. They can go to the 
church of St. Mokius and re- 
trieve the hidden ritual; they 
can take the information back 
to the Count (who sends them 
to the leper monk's ship to 
see what Merovac makes 
of this); or they can in- 
vestigate the Venetian, 
Ramardi. 

The investigators may 
also decide to get rein- 
forcements now or lat- 
er. They can send word 
back to the Count or they can 
assemble some men themselves. If the latter, 
they can probably find enough men at the Fo- 
rum of Theodosius, but will need a Status roll 
to recruit them. Unfortunately it is now get- 
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ting late in the day and the chance of getting a 
sober and reliable bunch of men together who 
will give up their chances of looting is getting 
slimmer. They can find 1D6 knights and 2D6 
men-at-arms, before sunset. After dark they 
can only scrabble together 1D6 men-at-arms 
and one of these will limp. 


SEEKING RAMARDI 


CHURCH OF CHRIST PANTOCRATOR 
(CHRIST THE ALMIGHTY) 


The investigators are aware that the Venetians 
have taken up quarters at the Church of Christ 
Pantocrator. This major church is currently 
considered the property of the Venetians and is 
their central location. 

Correctly speaking this is a monastery and 
church complex. The monastery is a stately 
stone building of forbidding mass with many 
wings off a central hub and rounded rooftops. 
Hundreds of Venetians are ensconced here, in- 
cluding knights and sailors as well as the en- 
tourages and servants of the great lords. At the 
keeper’s option, the investigators might be af- 
forded a distant glimpse of the Doge, ninety- 
year old Enrico Dandolo. No amount of Status 

rolls would grant them an audience, however. 

Ramardi is a captain of the armed sail- 

ors of the Venetians. He is known here, if 

not especially liked, but Venetians will stay 

loyal to him rather than side with a Frank. 

The Venetian leaders laugh-off any claims of 
cults and monsters to scorn. 


MEETING RAMARDI 


Ramardi is away for the second 
day of the sack (first day of the 
scenario), out coordinating cult ac- 
tivities in the city. He will be back by 
dawn of Day Three of the sack if the 
investigators wish to track him down. 

Ramardi is large, very strong, quite 
blonde, and given to violence and cursing. 
He is also a secret Cultist of the Unburdened 
Flesh in the service of The Skinless One and, 
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along with the High Priest of the cult, its head 
here in Constantinople. Like all cultists, he 
bears the cult tattoo. His blustering appear- 
ance belies his genuine cunning, but he is not 
as clever as he thinks he is, nor so knowledge- 
able about the foul forces he obeys. 

If the investigators meet him on ground 
where he must hide his true nature, such as 
surrounded by his countrymen, he is brusque 
and dismissive of their claims,but not inclined 
to outwardly attack them. If they insult him 
however, he will use the attack on his honor 
as an excuse to try and kill them. Otherwise 
he denies everything. His tattoo is explained 


The Leper Ship 
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x uda) Merovac's ship is the Pestis 


away by a liking of flagellation, which any of 
his sailors can ruefully support. 

If the investigators meet Ramardi at the 
Church of St. Mokius or anywhere he thinks 
he has the upper hand, he will act differently, 
and try to bully them or lure them over to his 
side. For that approach, see his write-up at the 
“Church of St. Mokius.” 


THe Leper SHIP 


ABOUT LEPROSY 


Keepers should note that the medieval attitude 
to leprosy was to shun the lepers. The average 
person views lepers with horror. 
In the twelfth century a mass was 
developed, the Mass of Separa- 
tion, specifically for the purposes 
= of separating the leper from any 
society other than fellow lepers. 
The alarming symptoms of lep- 
rosy make this an especially potent 
fear. People of the middle ages fear 
the touch of lepers, but also their 
blood, which is said to be impure. 
Additionally leprosy is often seen 
to be a moral judgment on the vic- 
tim, who is seen as unclean in spir- 
it as well as body. There is no cure 
for leprosy in this period. Leprosy 
is a bacterial disease which the me- 
dieval period has no conception of, 
let alone the capacity to treat. 


THE SHIP 


The leper scholar Brother Merovac 
is the Franks’ occultist and an ad- 
visor of Count Baldwin. He travels 
in a ship but stays on board at ай. 
times. The ship is in the harbor 
off Petrion Gate on the Gold 
Horn. It can be reached by a row- 
boat, though few sailors will wis 
to board it. =] 


modified cargo ship with two decks 
and high castles fore and aft. Along 
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with twin lateen sails and two steering oars it has 
a section for 20 rowers. Most Venetian ships of 
the Fourth Crusade were rowed by well trained 
sailor-warriors. This ship is crewed by slaves 
and lepers only. No free sailors will go on it. 

Fear of leprosy gives the ship a sinister as- 
pect. It is shrouded in darkness and the lights 
kept dim below decks at all times. The lepers 
are silent and present an alarming array of ter- 
rible afflictions. A dreadful stench of corrup- 
tion hangs in the air. Their leader is deliberate 
and stealthy beneath his black hood and robes, 
like a spider. 


THE MONK 


Brother Merovac is a monk in the Order of 
Saint Bartholomew. A successful Theology roll 
will identify the Saint as the one skinned in 
Turkey. For all his alarming setting and unnerv- 
ing presence, Brother Merovac is courteous to 
any fellow vassals of the Count and willingly 
discusses any of the material brought to him. 
He will assist in whatever way the investigators 
need in terms of occult support. He can pro- 
vide the following information: 


THE UNBURDENED FLESH 


> The Cult of the Unburdened Flesh are a 
Venetian cabal. 

> The Venetians worship a pagan deity 
known as The Skinless One, having learned 
what they can from the annals of Ancient 
Rome. Their knowledge is patchy and in 
some cases spurious. 

> The Unburdened Flesh are upstarts 
with little real skill. It is Sedefkar and his 
Simulare that are the true threat. 


SEDEFKAR 

y Sedefkar is a malevolent Seljuk Turk who 
has lived in the city in secret for decades. 
Sedefkar is devoted to The Skinless One. 

> Sedefkar is the possessor of the simulare. 

> Sedefkar must be found and killed. His 
ritual tools must be brought safely back to 
Count Baldwin. 
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Relics of Constantinople 


For those interested in relics, Constantinople's 
churches and grottos offer a rich supply. Most 
churches have at least a few. These are kept in a reli- 
quary, which was a container, usually a casket, con- 
taining the relic. Some reliquaries resemble the part 
of the body of the relic within it, potentially making 
Sedefkar's Devil's Simulare an obscene mockery to 
the medieval mind. 


Below is a list of some of the actual relics taken by 
Bishop Martin out of Constantinople and related by 
Gunther of Pairis: 


* The foot of St. Cosmas, martyr 
*  Arelic from the head of Cyprian, martyr 


* A relic from the stone rolled away from Christ's 
burial place 


*  Arelic from the spot of the Lord's ascension 


*  Arelic from the spot where John stood when he 
was baptized by the Lord 


° Arelic from the spot where Christ raised Lazarus 
*  Arelic from the stone where Christ fasted 

° A trace of the Blood of Christ 

° Wood from Christ's cross 

°  Anot inconsiderable piece of St. John 

*  Atooth of St. Lawrence 


+ The arm of St. James the Apostle 


THE SKINLESS ONE 


> The Skinless One is an ancient pagan 
deity of great cruelty and evil, whose very 


presence is said to drive men mad. 


THE SIMULARE 


› The Simulare is a suit of ceramic armor. It 
gives the wearer occult powers. 
> Ifthe wearer is viewed at an oblique angle 


in direct light, a surface of the armor can 
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be detected. Strike it with sufficient force, 
and that piece of the armor will fall away. 


THERITUAL 


› Ifthe investigators describe the ritual that 
Padre Agostino talked about, Merovac 
urges them to find and perform it to locate 
Sedefkar. 


> If none of the investigators wishes to, 
Merovac can conduct the ritual himself, 
once it has been discovered. (See notes on 
the ritual below, for details). 


y Merovac knows nothing of the Skin of The 
Skinless One found with the ritual (see 
below). He will take it off the investigators’ 
hands, should they wish. 


FURTHER ASSISTANCE 


> Merovac can translate most known 
languages for the investigators. He can also 
assist with any occult knowledge that the 
keeper may wish to add. 


MEROVAC'S TRUE NATURE 


What the investigators will not know is that 
Merovac is the vampire Fenalik, cynically ex- 
ploiting the fear of leprosy to hide among the 
Crusaders and feed off galley slaves. As one who 
has no fear of contracting the disease, he has 
stocked the ship with genuine lepers, whom 
ironically he treats rather well. He has kept his 
secret from the lepers save a few who are in his 
service. His disguise is subtle and confined to 
some skin disease around the face and hands. 
He wears black robes and is hidden in darkness 
most of the time, as indeed are the other lepers, 
who are encouraged to hide themselves away. 
As soon as the Sedefkar Simulacrum is in his 
hands, he will kill anyone still on board not a 
slave or ally and take to the open seas. 

If the investigators attack him, use Fenalik's 
stats from "Sanguis Omnia Vincet the Cthulhu 
Invictus scenario. 
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The Church 
Of St. М.ка 


Tuz Hit Or THE Dragon 


The Church of St. Mokius is on the western side 
of the city between the Forum of Arcadius and 
the outer western wall. Once the investigators 
start climbing the Seventh Hill, they are enter- 
ing the area destroyed by successive fires during 
the battles and sieges of the last few months. 
The looting here is slim and many of the people 
encountered are Greeks heading south to the 
Golden Gate to flee the city as refugees. Check- 
points here are fewer and, as long as the locals 
are moving in the direction allotted to leave the 
city, and provided they are taking no goods, 
they are relatively unmolested. The investiga- 
tors are simply waved on. 


A DRUNKEN RABBLE 


Coming up the hill before the church the inves- 
tigators find two wild-eyed Frankish priests and 
a drunken prostitute. They claim never to have 
met her before. A Greek priest is tied up by his 
heels—dangling from the balcony of a burned- 
out building. Seven dead men—three crusaders 
and four Greeks—are lying in the street around 
them. The priests rush over and tell the inves- 
tigators they have here a man who has loosed a 
devil on the city. Some men tried to rescue him 
and they and the Priest’s guard were killed in 
the struggle, hence the bodies. Can the investi- 
gators protect them until reinforcements come? 
(They will never actually show). 

If the investigators choose to remain and 
engage with these men, their story is simple. 
The Frankish knights brought out a man from 
a nearby house and claimed he was a Byzantine 
wizard. Neighbors have claimed, in order toin- 
gratiate themselves with the Franks, that-the 
man summoned an ageless monster on the city 
with a lust for Frankish blood. The knights were 
about to torture him when Greek allies am- 
bushed them. The priests believe he is a wizard 
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because when he was hung up his beard seemed 

not to fall down as it should. (It still doesn't, it is 
matted with blood from the beating he got from 
the knights.) 

The upside-down priest seems deranged. 
He screeches at the men in Greek that "the 
dragon" will rise from the waters and bring 
devastation upon the heads of its ancient foes 
and drive them from the city. He called it up, 
but has no idea where it is now. 

The prostitute says she has seen the dragon, 
which looks like a giant snake crossed with a 
pony, but she is very drunk. 

Investigators are left to resolve and make 
of this encounter what they will. As it turns 
out the man actually is a sorcerer of sorts and 
quite mad. He has recently conducted a ritual 
to call forth the Anatolian Dragon, the ancient 
monster that once fought and was killed by St. 
George here in Turkey. 


THE FRIGHTENED FAMILY 


As the investigators approach the church a Lis- 
ten detects someone sobbing from a nearby pile 
of rubble that was once a stately building, now 
gutted and partially collapsed by fire. A group 
of Greeks cowers in the rubble. They are two 
families, nine people in all, from old to very 
young. One small girl is crying and injured. If 
the investigators go to her help, her mother will 
help them in return. She speaks a little Frankish 
and tells the investigators that a group of peo- 
ple, around twenty in all, swathed in black, have 
been creeping around the building since earlier 
today. The Greeks have hidden from them. She 
heard them speak in what she believes is Italian. 


THe Ruinep CHURCH 


The Church of St. Mokius is partially burned 
and two of its walls have collapsed high up near 
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A Battle Rages Within the Church 


the domed roof. The building next door has 
fallen down completely. 

Hiding among the rubble are ten cultists 
from the Unburdened Flesh, dressed as Italian 
men-at-arms or monks. This group isled by the 
High Priest of the cult, Zorzi. The High Priest 
is wearing a metal eye-patch into which Padre 
Agostino’s slowly rotting eye is still inserted. 

They have been looking for the Byzantine 
ritual hidden by the priest, but have yet to find 
it. Zorzi recognizes them as the ones who talked 
to the priest. Inspired, he does not wait for Ra- 
mardi, but attacks at once. As the investigators 
approach the church, Zorzi screams in Italian 
and gesticulates aggressively, promising them a 
lifetime of hell if they do not hand themselves 
over at once. 

Zorzi uses the Skinless Stigmata (see under 
new spells, p. 73). He then sends his men in to 
attack, with the plan of taking one knight pris- 
oner and killing the rest. 

If the investigators have men-at-arms the 
cultists remain hidden as best they can and use 
crossbows. If they outnumber the investiga- 
tors, they spend a round on crossbow fire then 
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charge the investigators, hoping to bring them 
down before they can enter the church. 


INSIDE THE CHURCH 


Inside the church is the best immediately 
available defensive position for the investiga- 
tors. The door can be shut and blocked with a 
heavy crossbar. The collapsed portions are high 
up near the ceilings. This forces the cultists to 
climb the outer rubble and descend through a 
narrow gap one at a time, where they could be 
easily picked off. 

After a few cultists have been killed com- 
ing through the roof, the cultists stop coming 
in. Listen and Spot Hidden detects that they 
are busy weakening the collapsed wall to try to 
widen their access point. 

The investigators have five minutes before 
Ramardi arrives and ten before the wall begins 
to weaken. Searching reveals the following: 


> Ten statues of the Virgin are in the church. 
These will require at least three minutes to 
lift each one. Most are small but two are 
SIZ 100 and will require a concerted effort 
to lift. The statue where Padre Agostino 
has hidden the ritual is under a tiny 
statue, part of a frieze of saints and other 
figures recessed in a wall. It is quite hard 
to see, hence the cultists have yet to find 
it, and requires a very careful search or a 
Spot Hidden to locate. (For details of the 
package and the ritual, see below.) 


> Stairs in the east of the nave lead down to 
the locked door to the crypt. It is a heavy 
door and locked. Hard Strength rolls are 
required to break in, or Locksmith rolls to 
pick the lock. 


> There is a large frieze low on the west 
atrium wall depicting St. George slaying 
a long necked short-winged dragon with 
dog-like head, by running a lance into it. 
The dragon is rising from a lake or other 
body of water. 


RAMARDI ARRIVES 


After five minutes, Ramardi arrives with anoth- 
er 20 men. He is described in the section on the 
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Venetian encampment at the Church of Christ 
` Pantocrator. He is more circumspect. He tries 
to convince the investigators that their efforts 
are hopeless and, since there is no escape, better 
to be reasonable and broker a deal now. If this 
does not work he suggests that, in fact, he and 
the investigators are both on the same side. He 
wants to find Sedefkar and his ritual tools and 
end this madness afflicting the city also. Why 
should they not work together? 


THE HIDDEN PACKAGE 


Under the small statue of the Virgin (described 

above) is a package about the size of a small 

notebook containing the hidden ritual put 

there by Padre Agostino. The package contains 

(in order of outer layer to inner): 

› A quarto of waxy paper on which is 

inscribed in Latin and Greek: He will come 
by the bloody tower at the behest of his 


Steps up to the 
ave of the Church 


о IO 20 30 40 


favorite son and supplicant. And the city will 
run red with fire and blood. 


Three folio pages describing the Ritual 

of Detect Skinless One. This is in Latin, 
Greek, and Arabic and has many occult 
symbols, depictions of flayed humans, and 
what is clearly a picture of a segmented 
body, adorning both sides. A successful 
Occult roll will identify it as the ritual, 
without one necessarily needing to read the 
contents. 


A small lozenge-shaped clay case, split 
down the middle and sealed in wax. It has 
warnings in Greek and Latin all over it that 
to open it invites death. Opening it is a 
simple matter of breaking the wax seal and 
parting the halves. 

Inside the case is a sliver of material that, 
on first glance, looks like rice paper in a 
rough circle about the size of a human 
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Sedefkars Plan 


Near the shore of the Golden Horn stands the Blood 
Red Tower, Sedefkar's hellish lair. Sedefkar is con- 
ducting a ritual that he intends to resolve on the 
morning of the fourth day of the sack in which The 
Skinless One, gorged on the pain and misery he has 
inspired, will come and lay waste to what is left of 
the city and reward Sedefkar by making him an ava- 
tar of The Skinless One himself. To this end Sedefkar 
needs to supply a sacrificial victim each dusk and 
dawn, and to maintain the obscene altar to The 
Skinless One he has erected on the uppermost level 
of the tower. 


In order to find his victims in enough time to pre- 
pare them, Sedefkar has donned the Simulacrum 
and the skin of a Crusader knight, Sir Gautmaris, a 
leader of the men of Marquis Boniface. Sedefkar's 
communing with The Skinless One through his rit- 
ual has told him much of what has happened in the 
city between the cult and the investigators, and the 
casting of the Detect Skinless One ritual previously 
very likely has revealed them further. Thus, by the 
time the investigators are closing in on him, he has 
perceived them as a threat and drawn his plans to 
destroy them. He has a busy schedule of skinning 
people and appeasing his master and does not wish 
to waste much time. His vanity and cruelty have 
driven him to decide one of the investigators should 
be the next sacrificial victim; for this prize he is will- 
ing to put himself in harm's way. 


Sedefkar has a three step plan. He will weaken the in- 
vestigators by urging the men-at-arms under Gaut- 
maris to attack them; he will send his Skin Devils 
against them if they enter the tower; and however 
many are left he will destroy on the final floor. Keep- 
ers should note Sedefkar at this point supports no 
cult or follower. He has eschewed all human contact 
as trivial, and relies on his Skin Devils and the power 
of the Mims Sahis and Simulacrum to protect him. 
He is also now mad enough to believes he is so fa- 
vored by his foul master that The Skinless One him- 
self will come to his aid in extremis. 


head. It is the Skin of The Skinless One. 
Immediately after the Skin is exposed, it 
adheres to the nearest person. The victim 
may use Dodge to grab it or put something 
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in its way. (See Skin of The Skinless One 
under “New Spells of Sedefkar,” p. 75, for 
its properties). 


ESCAPE FROM THE CHURCH 


The investigators have three main choices: ne- 
gotiate, fight it out or find another way out of 
the Church by searching the crypt and using its 
passage. 


Negotiation: Any negotiation by the investiga- 
tors will, at best, buy them time. The cult has no 
intention of keeping to any of its agreements, as 
Insight can confirm. Some of Ramardi's prom- 
ises are spectacularly ambitious, such as attain- 
ing true power and ruling the Byzantine Em- 
pire together, and likely to make even the most 
naive investigator suspicious. 


Fighting it out: The longer the investigators 
tarry, the greater the number of cult members 
who can assemble. There are around 100 cult- 
ists in the city at the moment, but only around 
half can be gathered at any one time, since 
many are off searching for Sedefkar. Add an 
additional cultist per minute until a total of 50 
is gathered. If investigators insist on fighting it 
out, they will face overwhelming odds. In the 
middle of the fight the dragon may emerge and 
attack (see the “Dragon in the Cistern” for more 
details). All the combatants will need to turn on 
the dragon together to survive though most of 
the cultists will flee. Investigators may choose 
to flee as well and return later to kill the dragon. 
It will have by then returned to the cistern, un- 
less it has their scent. 


Escape through the crypt: A full description of 
the crypt and tunnel is below. 


THe Crypt Ам THE TUNNEL 


The crypt is dark. There are torches in brackets, 
but they are not lit. 

The door leading from the church can be 
jammed using Repair/Devise. Alternately, lids 
of sepulchers can be piled against it to slow 
pursuers. 
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The crypt has suffered no damage aside 
from its east-side rear wall. It has two kinds 
of burial areas: stone sepulchers and recess- 
es where skeletal bodies lie on their sides, their 
heads raised and facing east. Two Byzantine 
warriors are buried here in full armor. Investi- 
gators desperate for arms may take their shields 
and swords if needed, although this is frowned 
on by most medievals. Other sepulchers con- 
tain various dignitaries and these are buried 
in full vestments. In addition three sepulchers 
have been smashed and their bodies lie in piec- 
es strewn on the floor. 

The ruined wall at the rear is a ragged hole 
torn in the side of the crypt around six feet high 
by five feet across. It looks fresh. Rock and dust 
still tip from its ceiling if touched, although the 
whole thing is relatively stable and unlikely to 
crumble further unless investigators work to 
bring it down. A dry reptilian smell comes out of 
the dark tunnel and the sound of lapping water 
can be heard far off. Torches put in the entrance 
of the tunnel gutter, betraying some kind of air- 
flow and suggestive of a way out. Listening at the 
entrance only reveals a steady drip of water. 

The tunnel heads east and is around fifty 
feet long and extends slightly downwards. Its 
far end lets out high on the wall of the St. Moki- 
us cistern. Any noise made in the tunnel or tun- 
nel entrance will alert the dragon in the cistern. 
So too will the smell of blood, if anyone is car- 
rying an untended wound. Even rudimentary 
First Aid applied to a wound will negate this. 


THe Dracon IN THE CISTERN 


THE CISTERN 


The investigators may come upon the dragon 
in the cistern either by descending the cistern 
stairs or by entering high up in the cistern by 
way of the makeshift tunnel from the crypt of 
the St. Mokius church. This hole is in the west- 
ern wall of the cistern and is a forty foot drop 
to the water beneath, emerging so high because 
the church is on a hill. 

The cistern is a large body of fresh wa- 
ter, one of many in the city. The water is deep 
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enough that it needs to be swum or crossed by a 
boat. A small wooden boat is tied up against the 
west wall. There is a stone lip around the walls 
wide enough for two to stand on. The high ceil- 
ing is held up by columns. 


THE ANATOLIAN DRAGON 


A creature has set up home here in the water. 
When it flattens itself it can almost entirely 
submerge save for a few bumps, like a croco- 
dile. It is the Anatolian Dragon, the monster 
that fought St. George. It is back, summoned by 
dark magic and lurking in the cistern, emerging 
to feed and then return. The desperate Greeks 
who summoned it have all been devoured, save 
the one now in the hands of the Franks. 

A successful Listen identifies the breathing 
of a large creature. If the investigators search, 
a Spot Hidden reveals the remains of a ritu- 
al set on a crude stone rising in the center of 
the cistern. A bloody cup, symbols smeared in 
blood, and the foul-smelling remains of a small 
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fire identify it as the place where something was 
summoned. An Occult roll determines there is 
nothing about these remains that suggests that 
whatever it was that was summoned can be 
banished by this. The only sure way is to kill it. 


ENGAGING THE DRAGON 


If the Anatolian Dragon hears the investiga- 
tors or smells them, it goes immediately on 
the attack. It has a long serpentine neck and a 
more stout body, two small stubby wings and 
a ragged crest along its neck, spine and tail. It 
will rear up and plunge its head and long neck 
into the tunnel. It is possible for the creature to 
flatten itself and push right into the tunnel, but 
this takes time and it will not render itself so 
vulnerable if it is under attack. Otherwise it will 
lumber half in and half out of the water like a 
giant crocodile. 

It has a fearsome fire attack, although in- 
vestigators may halve its damage if they make 
a successful Shield roll, assuming they are 
crouching behind the bulk of their shield. It has 
no actual magic and is a tough but not unkill- 
able opponent. To get at its vulnerable under- 
belly, investigators will have to leap into the wa- 
ter and fight it, or hope it rises up out to bite 
them. It is cunning enough to retreat out of 
reach when it can. If it bears down on an inves- 
tigator from above and the investigator man- 
ages to stab with a sword, he or she can use 
the dragon's own damage bonus as additional 
damage. Once wounded for more than half its 
hit points the dragon will withdraw. 

Investigators can flee across the length of 
the cistern to the steps at the far side, either by 
running around the paths or by boating. Dodge 
or Swim rolls avoid a last snap of the dragon. 
If the investigators flee after the dragon gains 
a taste of them, it will hunt them down later to 
complete its meal. 

Once the dragon is killed, the spell which 
recalled it to life is ended. Its remains turn into 
a scorched mess. Lucky investigators may prise 
free a fragment of bone which can make an ef- 
fective relic. 

If the investigators do not enter any cistern 
including this one, keepers may elect to spring 
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the Anatolian Dragon on them somewhere else 
in the city. 


THE WAY BACK 


The investigators should now have the ritual. 
They should retreat to safe ground to study it, 
perhaps conferring with Brother Merovac. 

As they return, a band of louts—three 
knights and ten men-at-arms, men of Boni- 
face—accost them and claim Greeks have been 
picking them off one by one. Many have disap- 
peared, they count at least twelve. They found 
a partial skin of one of them and believe it is 
a heretical Greek sorcerer. In their paranoia 
they also suspect Baldwin and the Doge of Ven- 
ice of knowing about this and suppressing the 
information. They are camped on the south- 
ern shore of the Golden Horn, opposite Pera, 
and have scoured the area looking for the cul- 
prit with no luck. Now they are searching wid- 
er afield. They are brutish about their questions 
and are looking for an enemy to kill. They have 
a mad eyewitness, a young knight, who claims 
he saw Devils come down and snatch them up. 


THE Rruar Or THE Stincess ONE 


CASTING THE RITUAL 


Once the investigators have their hands on the 
Ritual of Detect Skinless One, they will need to 
decipher it and decide if they are to cast it. The 
ritual is in Latin, Greek, and Arabic. Successful 
rolls in two out of the three are sufficient, since 
some but not all of the material is repeated in 
different languages. Sanity loss for reading and 
comprehending the ritual is 1/1D6. 

The ritual is cast using a small body of wa- 
ter, usually some kind of ritual bowl. Various 
occult trappings are added: snake scales, black 
feathers, evil smelling wax. The location of The 
Skinless One’s influence is revealed in the bowl: 
A piece of fresh skin must also be sacrificed, 
This does 1D4 hit points damage to the person 
giving up the skin. 

A successful Occult roll is needed to cast 
the ritual, with the following results: 
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What if the Investigators Do 
Not Deliver the Simulacrum? 


The campaign history deter- 
mines that Fenalik achieves 
the simulacrum here in Con- 
stantinople, that Count Bald- 
win receives the Mims Sahis, 
and that the Sedefkar Scrolls 
survive. However, the investi- 
gators may decide to conceal 
the ritual items from Count 
Baldwin, although such an 
act violates their pledges of fealty. 


This scenario is told in flashback from a histori- 
cal source, so the keeper has license to end it at any 
point. If all else fails, when the investigators seem 
about to renege on their pledges, they hear more 
knights enter at the base of the tower. A dozen 
knights from Zara under command of Sir Miho of 
Dubrovnik have arrived to lend assistance, under 
separate instruction from Count Baldwin. They will 
bear the treasures away if the investigators do not. 


WHAT IF THE INVESTIGATORS FAIL? 


If the investigators fail to stop Sedefkar then the tide 
of violence rises and continues even after the sack, as 
the dominion of The Skinless One takes hold. Death 
and destruction become bywords of the Latin Em- 
pire and it is with a sigh of relief contemporaries see 
it fall a few decades later. Sedefkar’s attempt to be- 
come an avatar of The Skinless One was never very 
likely to succeed. The failure leaves Sedefkar dazed 
and disorientated. He is killed by Venetian Crusad- 
ers who themselves are driven to mindless violence 
by The Skinless One’s influence. They take the knife, 
which makes it back to Zara, but the Pope forces 
them to make restoration to the locals, and the knife 
is part of the loot. Once more in the hands of the 
Croatians it turns up in Vinkovci later. The simula- 
crum is seized by Merovac before it can leave the city 
and he disappears with it and the scrolls. 


Critical: The investigators see the Blood Red 
Tower in its place near the Golden Horn, on the 
north side of the city. A successful Other King- 
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doms: Constantinople leaves them in no doubt 
as to its location. 


Success: As above, except Sedefkar will know 
the ritual has been cast and has a vague idea of 
who has cast it. They get a quick glimpse of his 
true visage looking back through the water to 
see them. He will dispatch his Skin Devils ac- 
cordingly. 


Failure: The investigators do not locate the 
tower. Worse, they draw the attention of the 
Skin Devils anyway. 


Fumble: The Skinless One appears. Use his stats 
from “The Fog Lifts”, the final London chapter 
of the 1923 campaign. He will punish horribly 
anyone he encounters before his hold on this 
world slips back to merely exerting a baleful in- 
fluence through Sedefkar. 

It is possible the investigators will take the 
ritual to Count Baldwin, who will then send it 
to Merovac the Leper Monk, or take it directly 
to Merovac themselves. In this case he and his 
allies will cast the ritual with a combined Oc- 
cult skill of 8096 and a skin sacrifice from the 
back of one of his galley slaves, with the results 
as above. 


LOCATING THE RED TOWER 


Once they succeed in casting the ritual Detect 
Skinless One the investigators can locate the 
seat of malign influence in the city. The place 
is the Red Tower, known also as the Blood Red 
Tower, and the location that will after the ad- 
vent of the Ottomans become the Shunned 
Mosque, the seat of the Brothers of the Skin in 
the 1923 campaign. 

While casting the Ritual is the key way to 
find the Red Tower, there are alternate ways: 


y Follow the clue of the missing men offered 
by Boniface's men in the encounter after 
the Dragon. Searching the area will take 
time, but if done systematically it will 
succeed in isolating the tower as the center 
of the disappearances. 


Interpret the scrawl on the paper covering 
the Ritual. This mentions a bloody tower. 
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Local Byzantines 
will know the 
reputation of the 
Blood Red Tower, 
since Sedefkar 
has laired there 
since around 
1201. They are 
loath to attack 
him though, and 
Persuade must 
be used to get the 
information. Previously he had powerful 
friends to protect him and his reputation 
for dark sorcerery and cruelty is forbidding 
enough to keep people away. No Frank or 
Venetian knows anything of this. 


> Track the Skin Devils. If the ritual is tried 
and fails, the Skin Devils will still attack. 
Any that are injured will limp back to their 
master and may be found. 


Attack of the Skin Devils! 


ATTACK Or THE Sr Devis 


Once the investigators conduct the ritual, 
Sedefkar will send his Skin Devils after them. 
They also patrol near the Blood Red Tower, 
sneaking and hiding until they see someone 
coming too close. The Skin Devils are obscene 
magical constructs of the skin, bone, and vis- 
cera of Sedefkar's victims. The Skin Devils are 
hopping things with dragging bowels they use 
as bludgeons and horns and claws of bone. 
Sedefkar has shaped them to look vaguely like 
devils, the better to terrorize his victims. They 
can hop and glide with ragged skin stretched 
into the shape of membranous wings. Skin 
Devils know unerringly if someone has taken 
part in the Ritual of Detect Skinless One and 
target those individuals first. They also know 
with the some uncanny sense if anyone has 
touched the Skin of The Skinless One and will 
be drawn to them also. 

Skin Devils close in either an hour after the 
ritual has been conducted, or anywhere near 
the Blood Red Tower. Sedefkar needs raw ma- 
terial for his devils, but thanks to the carnage 


Book $ 


ITALY & BEYOND 


of the last few days now has 12 at his dispos- 
al. They attack in small groups of three or four. 
Two will always remain with Sedefkar. 


The Blood Red Tower 


DoNrAcE's MEN 


Investigators moving into this area will en- 
counter Marquis Bonifaces men. Those who 
are not drunk or otherwise involved in theft or 
debauchery move in gangs and are clearly trou- 
bled. They can relate the story of men disap- 
pearing and unaccounted for, and the discovery 
of dogs eating a partial skin looking as if it had 
been clearly removed from a torso. Some be- 
lieve it is an evil in the Red Tower to the north, 
but no one who has gone there to investigate 
has come back. Stories of sightings of the devil 
clearly unnerve them. There has been talk of the 
Marquis mounting a large force to attack the 
tower in strength, but this has not happened, 
since not enough men are fit for such a duty at 
the moment. 


Sin GAUTMARIS 


Once the investigators draw close to the Tower, 
a Frankish knight accompanied by men-at- 
arms hails them. It is Sedefkar in the guise of 
Sir Gautmaris. He appears normal, but Insight 
or Other Kingdoms might reveal that while his 
physical disguise is excellent, his mannerisms 
are Eastern rather than those of a European 
knight. Investigators who took part in the attack 
on the towers in the beginning of the scenario 
met Gautmaris in that engagement. Those who 
know Sir Gautmaris may identify early with 
an Insight roll that something about him has 
changed: he seems more feral, more cunning, a 
change difficult to reconcile with the brave war- 
rior they encountered previously. 


THE SIMULARE 


Sedefkar hasn't the refined control of the Simu- 
lacrum the Brothers of the Skin will later have. 
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If the investigators have been warned about it 
by Merovac, a Hard Spot Hidden result on Sir 
Gautmaris may gain a flash of the ceramic-like 
surface of the Simulacrum beneath Sedefkar's 
mantle of skin. 


SEDEFKAR ATTACKS 


Gautmaris tells his men that the investigators 
are traitors and orders them to attack. They are 
loyal and follow his orders—unless the investi- 
gators can come up with some compelling rea- 
son to stop them. There are as many knights and 
men-at-arms as in the investigator party. Gaut- 
maris tries to retreat during the initial combat, 
putting his men between himself and the in- 
vestigators. If Gautmaris' men lose half of their 
number, they will retreat and look for more 
help. Given the drunkenness and disorderly na- 
ture of those around they won't be back for an 
hour, and then with double their initial number. 


WITHIN THE Tower 


The tower is more dark ochre than red. The 
Blood Red of its name comes from its reputa- 
tion. The tower is octagonal in shape and has 
been burned on the north wall. It has seven 
floors. The timbers on the fourth and fifth are 
damaged. The stairs are narrow and dark. Torch 
brackets dot each floor with all the torches re- 
moved. Climbing the tower costs 2/1D6+1 San- 
ity points to view its horrors. 

Skin Devils lurk and ambush here as the 
keeper pleases, drawing from Sedefkar’s total 
stock of 12, less any the investigators killed dur- 
ing the Skin Devil ambush. 


FLOOR ONE 


Old remains of victims molder and draw flies 
here. It is impossible to walk without crunch- 
ing over the bones. The remains vary between 
severed limbs and body parts to whole corpses. 
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Sedefkar's Altar 


FLOOR TWO 


Newer corpses litter this area. Their blood and 
viscera have been used to paint the walls with 
exhortations to The Skinless One in Turkish 
and Arabic. Stopping to read these risks further 
Sanity loss of 1/1D4. 


FLOOR THREE 


Human torsos hang from hooks in the ceiling, 
the guts unspooled and linked together in a 
complex pattern in the middle of the floor. Dis- 
turbing the pattern instantly summons a new 
Skin Devil into existence. 


FLOOR FOUR 


Skinned bodies and body parts have been 
stitched together to form random horrors. 
These are very fresh and some twitch and 
writhe. 


FLOOR FIVE 


Skin Devil feast hall. Body parts bound in skin 
have been bundled together on platters like 
crude pies. The bundles moan horribly. 
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FLOOR SIX 


Coarse ropes dangle flayed victims here in 
various stages of dismemberment. The victims 
moan and cry out, clearly still alive. A Skin Dev- 
il is here crunching on the leg of one of them. 


FLOOR SEVEN 


At the top floor the door off the stairs is barred 
with a crossbeam. Chopping through it takes 
rounds of concerted effort, made easier if the 
investigators have a Varangian axe. 

The room within spans the top of the tow- 
er. Sedefkar's altar to The Skinless One is a hid- 
eous sight. The altar is a large wheel made of 
human skin stretched across a giant frame, like 
a sideways trampoline. A weird blue-green light 
emanates from within it, as if something alive is 
stirring. The faces of all the victims have been 
sewn together to form the centre of this wheel, 
but they are still alive, and screech and weep 
and gibber. Sanity loss to view the altar for the 
first time is 1D3/1D8 Sanity points. Sedefkar 
has two last Skin Devils in here to defend his 
top floor chamber. 


FIGHT WITH SEDEFKAR 


The heretic Sedefkar stands before his altar, still 
in the guise of Gautmaris but with an expression 
of cruelty and depravity. Before him he holds 
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a stone knife with a sickly purple tinge to the 
blade. He wastes no words, but attacks at once. 

The final battle with Sedefkar will be brutal. 
He will use the Mims Sahis as a lethal weapon 
against the investigators and trusts in the Simu- 
lacrum to protect him. However, he is vulnerable. 

The weird light from the altar reveals the 
simulacrum as he turns and moves. À Spot 
Hidden means investigators can see a Join and 
target it. Any successful hit achieved at Hard 
Difficulty dislodges a piece of armor. A subse- 
quent hit at Regular Difficulty to that same area 
will knock the simulacrum piece loose, leaving 
that part of the body unarmored. 

Keepers may choose the parts for drama, or 
roll on the location chart nearby. 


THE SKINLESS ONE COMES 


If all else fails Sedefkar tries to summon The 
Skinless One by hurling himself into the magi- 
cal aura of the altar. Investigators have 1D4+1 
rounds to destroy him before he succeeds. Refer 
to the final London 1923 chapter if statistics are 
required for The Skinless One, p. 126. 


SEDEFKAR DEFEATED 


Once Sedefkar is dead, his Skin Devils and his 
altar vanish. His body withers before the investi- 
gator's eyes, becoming a stinking pile of corrupt 
guts oozing out of a bag of skin. What is left of his 
face gibbers “A curse on this stinking Crusade" 
before it too sags into corruption and death. 

The simulacrum pieces are scattered on the 
floor where Sedefkar fell, and the Mims Sahis 
is still clutched in the rotting remains of his 
right hand. Searching the top floor of the tow- 
er uncovers numerous manuscripts tied up in 
thongs of human skin. These are the Sedefkar 
Scrolls (unless the investigators take care to 
burn them all, in which case the real Scrolls are 
hidden elsewhere). 

The simulacrum, knife and scrolls are de- 
scribed in the Campaign chapter. Now that the 
investigators have claimed it, it is clear that the 
Simulare is not armor at all, but a strange form 
of statue. At the keeper's option, the Baleful In- 
fluence affects the investigators as they gather 
the pieces up. 
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LEAVING THE TOWER 


The investigators eventually quit the tower, 
bearing their prizes. Around them other Cru- 
saders stagger along the ruined streets and 
slump against walls, some weeping, as though 
the enormity of their actions has begun to 
dawn on them. 

The Church of Pantocrator lies nearby, sit- 
uated between them and the Blachernae Pal- 
ace, so they may require Stealth rolls to steer 
clear of Venetians. At the keeper's option, a fi- 
nal showdown against Ramardi can take place 
if he is still alive. 
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THe Count's REWARD 


If the investigators succeed then they are taken 
to Count Baldwin for their reward. He is warm 
and congratulating, and marvels at their tale of 
sorcery and dark doings without modern cyni- 
cism or disbelief. He grants to each of the in- 
vestigators 50 golden marks from the coffers of 
the loot of Constantinople and one holy relic 
should they desire it. (Keepers can note to play- 
ers that when the final divvying up of money 
to the men of the Fourth Crusade was made 
after the sack, each got only 20 silver marks, a 
tiny amount considering the amount of wealth 
taken, and which made many very disgruntled). 
Count Baldwin says he will send the simula- 
crum and the scrolls to Merovac. Any occultist 
among the investigators can go over there the 
next morning and help study them, with Bald- 
win's blessing. The knife he will keep for the 
time being. His healers will tend to any wounds, 
although those made by the Mims Sahis are be- 
yond treatment. 

By the next dawn, either the third or fourth 
day depending how long the events have tak- 
en to play out, the violence in the city has no- 
tably abated and is either winding down or 
stopped entirely. The investigators should con- 
gratulate themselves on the part they played in 
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this. Award investigators 1D10 Sanity points for 
their troubles. 


THE FATE OF THE MIMS SAHIS 


The knife holds a dark fascination, being a 
martial weapon, and Baldwin decides to keep 
it himself. He admires its sharp stone blade and 
strange reptilian handle. A great weapon needs 
a great name. He calls it the Serpent's Claw. He 
sends it with his loot back to Zara with a Croa- 
tian knight named Miho of Dubrovnik for safe- 
keeping until he arrives. Baldwin freely tells the 
investigators what he has done. 

History shows that Baldwin never returns 
to Zara. The Croatians take the Mims Sahis to 
Vinkovci to get it out of the hands of the Vene- 
tians when they claim the city in 1206. 


THE FATE OF 
THE SEDEFKAR SIMULACRUM 


The investigators are summoned 
once again by Baldwin the fol- 
lowing morning. This time 
he is furious, but not at them. 
Merovac and the simulacrum 
are gone. He is betrayed by a 
trusted ally. The leper ship 
has vanished, and all of the 
guards around it were 
found drained of blood. m 
It is now dear he was 

some dissembling inhuman beast. 


THE FATE OF THE INVESTIGATORS 


Baldwin charges the investigators to 
take a ship and scour the globe and not rest 
until this monster is brought to heel for his 
perfidy. He reminds them if they go east the 
monk is hated there, and known by a name that 
translates as "evil one" or Fenalik. 

Since Fenalik turns up again we assume the 
investigators fail. Some may die heroically but 
horribly under the claws and fangs of Fenalik, 
others might simply give up the trail after years 
and the death of Baldwin and return home. Let 
the players decide. 
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At least some are drawn by their experi- 
ence to create a new order sworn to fighting 
such foes, the Order of the Noble Shield. For 
more on that society and the knight Miho of 
Dubrovnik, see the Vinkovci scenario "Bread or 
Stone.” Details are left vague as it is not certain 
which investigators have survived the battle 
with Sedefkar, but some of them should appear 
in the annals found in the Crusader's Tomb. 


HistoricAL AFTERMATH 


Who knows if Sedefkar’s dying curse is visited 
on the Crusade and the taint of The Skinless 
One destroys all it touches? Count Baldwin 
never reclaims the knife from Zara. A month af- 
ter the sack he is crowned Emperor of the new 
Latin Empire of Byzantium. Before a 
year is out he is captured in the battle 
of Adrianople against the Bulgars, 
tortured and killed by his cap- 
tors. Enrico Dandolo, the Doge of 
Venice, does not leave Constanti- 
nople alive. He dies of old age the 
year after the sack, though some 
say the circumstances of the death 
are mysterious. He is buried in the 
Hagia Sophia, the very church he 
helped to defile. The Mar- 
quis Boniface is killed by a 
Bulgarian ambush in 1207, his 
severed head is sent as a trophy to the Bul- 
garian Tsar. Within ten years Pope Innocent 
HI has also died at the age of 56. 
The Latin Empire itself is doomed to fail 
before sixty years is out and the Greeks re- 
claim the city of Constantinople in 1261. In 
1453 the city is overcome by the Sultan Mehm- 
et II who claims Constantinople for the Otto- 
man Empire and renames Constantinople Is- 
tanbul, the city of Islam. Many believe that 
without the devastation of the Fourth Cru- 
sade, the city would never have fallen to the 
Ottomans. The Crusade actually had the out- 
come of strengthening Islam, not weakening it. 
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Statistics 


TYPICAL FRANKISH MAN-AT-ARMS 


STR 70 CON 60 SIZ55 INT45 

POW 50 DEX65 АРР50 EDU50 
Sanity: 50 Build:1 Моуе:9 HP:11 
Damage Bonus: +1D4 

25% (12/5), damage 1D3 + 1D4 
Pike 40% (20/8), damage 2D6 + 1D4 
Frankish Sword 40% (20/8), damage 1D8+1 + 1D4 
Shield 40% (20/8), blocks attacks, 20 hp 
Dodge 32% (16/6) 

Armor: Hard Leather (1D3-points of protection) 
Skills: Forage 30%, Stand Watch 70%. 
Language: Frankish (own) 50%. 


Brawl 


Equipment: Weapons, shield, supplies for 2 days, chin 
stubble. 


TYPICAL FRANKISH KNIGHT 
STR70 CON55 SIZ60 INT60 
POW50  DEX60 АРР50 EDU55 


Sanity: 50 Build:1 Моуе:8 НР:11 


Damage Bonus: +1D4 


Brawl 25% (12/5), damage 1D3 + 1D4 

Lance 40% (20/8), damage 1D8 + horse damage 
Sword 50% (25/10), damage 1D8+1 + 1D4 
Shield 40% (20/8), blocks attacks, 20 hp 

Dodge 32% (16/6) 


Armor: Leather and Rings (1D6-points of protection) 
Skills: Status 20%. 
Language: Frankish (own) 55%. 


Equipment: Weapons, shield, coat of arms. 


BLEDIC, Frankish Minstrel and Guide 


STR 40 CON 40 51255 INT65 
POW60  DEX60 АРР80 EDU70 
Sanity: 60 Build:0 Моуе:8 HP:9 


Damage Bonus: 0 


Brawl 40% (20/8), damage 1D3 
Dagger 40% (20/8), damage 1D4 
Dodge 30% (15/6) 


Armor: Soft Leather (1D2 points of protection) 
TA 


Skills: Art/Craft (Jesting) 2096, Art/Craft (Music) 3096, 
Art/Craft (Singing) 5796, Art/Craft (Storytelling) 
4096, Charm 2596, Folklore 4096, Other Kingdoms 
(Constantinople) 6096, Ride 1596, Sleight of Hand 
3096, Spot Hidden 5096, Status 25%. 


Languages: Frankish (own) 7096, Greek 50%. 


Equipment: Flute, fine clothes, large pointed hat, 
pointed shoes. A wineskin at his waist. A dagger hid- 
den in the small of his back. 


TYPICAL GREEK CITIZEN 


иат) 
STR 50 CON60 51760 ІҸТ65 
РОМ 55  DEX60  APP60 EDU60 
Sanity:55 Build:0 Моуе:8 НР: 12 


Damage Bonus: 0 


Brawl 25% (12/5), damage 1D3 
Dagger 25% (12/5), damage 1D4 
Dodge 30% (15/6) 


Armor: None 
Skills: Status 20%. 
Language: Greek (own) 60%. 
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Equipment: Knife, clothes, household goods in wagon, 
5 silver marks. 


TYPICAL VENETIAN SAILOR-WARRIOR New Spells 


STR 80 CON 70 51250 = INT65 
POW60 DEX65 АРР 55 EDU50 
Sanity:60 Build:1 Моуе:9 НР: 11 


Damage Bonus: +104 


Brawl 40% (20/8), damage 1D3 + 1D4 
Knife 40% (20/8), damage 1D4 + 1D4 
Sword 40% (20/8), damage 1D8 + 1D4 
Crossbow 40% (20/8), damage 2D6 

Dodge 32% (16/6) 

Shield 40% (20/8), blocks attacks, 20 hp 


Armor: Leather (1D2-points of protection) 


Skills: Navigate 40%, Pilot Boat 60%, Repair/Devise 
55%. 


Languages: Italian (own) 50%. 
Equipment: Weapons, shield, leather pouch, map. 


TYPICAL VARANGIAN GUARD 


STR 75 CON75 SIZ70 INT 55 
POW45  DEX65  APP60 EDU45 
Sanity:45 Build:1  Move:8 НР: 14 


Damage Bonus: +1D4 


Brawl 40% (20/8), damage 1D3 + 1D4 
Axe 55% (27/11), damage 1D6 + 1D4 
Knife 40% (20/8), damage 1D4 + 1D4 
Crossbow 40% (20/8), damage 2D6 

Shield 40% (20/8), blocks attacks, 20 hp 
Dodge 32% (16/6) 


Armor: Hard Leather (1D3-points of protection) 
Skills: Spot Hidden 30%, Listen 30%, Stealth 40%. 


Languages: Anglo-Saxon (own) 45%, Frankish 10%, 
Greek 25%. 


Equipment: Weapons, shield, pouch with 5 silver marks. 


CULTIST OF THE 
UNBURDENED FLESH 


SKINLESS STIGMATA 


Cost: 5 magic points to cast first time on a victim 
and 1 magic point for each additional time; 1D4 
Sanity points when first cast on a victim. 


Casting Time: One round. 


The spell has a 100 foot range and requires line of 
site for first contact. After that the range remains but 
the line of sight is no longer necessary. The caster 
chants guttural syllables venerating The Skinless 
One and points three splayed fingers at the target. 
A strip of flesh is removed from the victim at one 
of the sites of the Stigmata, hands, feet, forehead, or 
side. Each strip costs 1D3 in hit points and reduces 
APP by 1D3. Not subject to POW rolls. Armor does 
not provide any protection. 


Note: The spell is considered especially blasphemous. 


ACCURSED EYE 
Cost: 6 magic points; 1D4 Sanity points 
Casting Time: 30 minutes 


The spell can be used to see through the victim's eye 
socket. The eye must first be removed in a ritualis- 
tic fashion and a small piece of unwholesome flesh 
gouged from the caster or a sacrificial victim placed 
in the empty socket. The new flesh immediately 
binds with the old. Over the next 1D10 hours the 
eye grows. The victim is wracked with headaches. 
While the spell proceeds, the caster can see out of the 
victim's eye. Eventually the eye explodes, killing the 
victim. Those who touch the fluid of the exploded 
eye should consult the sidebar: The Cursed Eye. A 
healing or cleansing ritual can reverse the original 
spell, and water can ease the pain of the eye, but not 
the affect. If the caster dies, the eye immediately de- 
cays, but the victim suffers no further ill effects. Not 
subject to POW rolls. 


STR 60 CONS50 $SIZ70 INT 45 


POW65  DEX55 APP40 EDU 60 


Sanity: 0  Build:0  Move:7 НР: 12 Crossbow 4096 (20/8), damage 2D6 
2796 (13/5) 
Armor: Leather (2-points of protection) 
Skills: Cult teachings 3096. 


Damage Bonus: 0 Dodge 
Brawl 40% (20/8), damage 1D3 
Knife 4096 (20/8), damage 1D4 
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Language: Italian (own) 60%. 


Equipment: Weapons, shield, supplies for 2 days, wild 
red eyes, cult sigil tattooed on upper arm. 


Spells: None. The rank and file of this cult is not privy 
to the magic of its high priest. 


ZORZI, High Priest of the Unburdened Flesh 


STR 50 CON75 51780  INT55 
РОМ 90  DEX45 APP30 EDU 80 
Sanity: 0 Build:1  Move:7 НР: 15 


Damage Bonus: +1D4 


Magic Points: 18 


Brawl 5096 (25/10), damage 1D3 + 1D4 
Knife 5096 (25/10), damage 1D4 + 1D4 
Crossbow 40% (20/8), damage 2D6 


Dodge 2296 (11/4) 
Armor: None 


Skills: Art/Craft (Tattoo) 3096, Cthulhu Mythos 1596, 
Persuade 5096, Science (Theology) 4096. 


Languages: Frankish 5596, Greek 1596, Latin 45%, Ital- 
ian (own) 80%. 


Equipment: Knife, priests robes, cult sigil tattooed on 
upper arm 


Spells: Skinless Stigmata*, Accursed Eye*. 


CAPTAIN RAMARDI, Leader of the Cult 
of the Unburdened Flesh 


STR 70 CON75 51770  INT75 
POW 80  DEX80  APP70 EDU 65 
Sanity: 0 Build:1  Move:8 НР: 14 


Damage Bonus: +1D4 


Sword 75% (37/15), damage 1D8 + 1D4 
Brawl 65% (32/13), damage 1D3 + 1D4 
Knife 6596 (32/13), damage 1D4 + 1D4 
Shield 6096 (30/12), blocks attacks, 25 hp 
Dodge 40% (20/8) 


Armor: Leather and Rings (1D6-points of protection) 


Skills: Navigate 75%, Pilot Boat 8096, Other Kingdoms 
(Constantinople) 2596. 


Languages: Frankish 2596, Greek 1096, Latin 40%, Ital- 
jan (own) 65%. 


Equipment: Weapons, shield, leather pouch, map 
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SEDEFKAR, Ageless sorcerer and owner of the 


simulacrum 

STR 50 CON65  SIZ55 INT 90 
POW 125 DEX60  APP35* EDU 92 
Sanity: 0  Build:0 Моуе:8 НР: 12 
*60 as the Dark Crusader 


Magic Points: 25 plus 25 stored in the Mims Sahis 
Damage Bonus: 0 


Mims Sahis 8796 (43/17), damage 2D4, ignores 
armor, Screaming Cut 


Brawl 8796 (43/17), damage 1D3 
Frankish Sword* 40% (20/8), damage 1D8+1 
Crossbow 4096 (20/8), damage 2D6 
Dodge 6096 (30/12) 


* As Sir Gautmaris. Sedefkar prefers to use the Mims 
Sahis. 


The Mims Sahis: The Mims Sahis' unnaturally sharp 
edge ignores armor. It performs as a small knife but does 
2D4+db damage. 5096 of the damage caused by this 
weapon cannot be healed by natural means, becoming a 
permanent injury carried until the victim's death, unless 
healed by arcane means including holy ritual. For more 
on the Mims Sahis, see the Vinkovci scenario "Bread or 
Stone”. 


The Screaming Cut: Over the decades Sedefkar has per- 
fected his use of the Mims Sahis. Victims suffering as lit- 
tle as one hit point of damage from the cursed knife must 
make a Hard CON roll or fall to the ground paralyzed in 
shrieking pain. Victims can try each round to shrug off 
the pain. One successful roll will make them immune for 
the rest of the combat. 


Armor: If Sedefkar wears the simulacrum he is immune 
to the first 10 points of damage from any kinetic 
attack. Though he appears to wear chain mail in his 
knightly disguise, this is an illusion of magic. 

Skills: Climb 5096, Cthulhu Mythos 3096, Disguise 
99%, Fast Talk 45%, History 25%, Library Use 40%, 
Linguist 2096, Listen 7096, Occult 3596, Persuade 
4596, Pick Pocket 2596, Science (Pharmacy) 6096, 
Psychology 4096, Skin Human 9096, Spot Hidden 
85%, Stealth 8096, Throw 70%, Track 4096, Treat 
Poison 3096. 

Languages: Arabic (own) 9096, English 6096, Frankish 
45%, Greek 70%, Turkish 9096. 

Items: Sedefkar has the Mims Sahis and is currently 
wearing the Sedefkar Simulacrum 

Spells: Burden of The Skinless One**, Call Skinless 
One*, Contact Skinless One*, Control Skin*, Cre- 
ate Skin Devil**, Melt Flesh*, Skin of The Skinless 
One**, Summon/Bind Dimensional Shambler, Sum- 
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mon/Bind Fire Vampire, Transfer Body Part*, Turn 
'To Skin.* 

* new spell detailed in Constantinople chapter of the 1923 
campaign 


**new spell detailed below 


CREATURES AND MONSTERS 


SKIN DEVILS, Noisome Protégés of Sedefkar, 


Lesser Servitor Race 


STR 85 CON 20 SIZ 45 INT 35 
POW 50 DEX 100 
Build: 1 Move: 7/18* (Fly) HP: 6 


*Skin devils look as if they fly with their ragged wings, but 
in fact move with an ungainly jump/glide movement. 


Damage Bonus: +1D4 
Magic Points: 10 


ATTACKS 
Attacks per round: 2 


Suck: Skin Devils put their toothless maws onto victims 
and suck, pulling flesh and even bones into themselves. 
This does 1D4 damage per round. They must make a 
successful Fighting maneuver to grab hold. They can be 
dislodged with an opposed STR roll. Whatever is sucked 
away turns up in the Skin Devil’s bowel in 1D6 rounds. 


Bowel Flail: The bowel is dropped out of the creature 
and hurled or flung. The bowel explodes over any victim 
it hits. The contents of the bowel burn for 1D4 points 
and continue to burn for one hit point per round un- 
til washed off. An Extreme success means the long gut 
has wrapped around the victim’s neck. Use Asphyxiation 
rules to determine damage. Once the bowel has been ex- 
ploded then it can no longer be retrieved or used again. 
Note that Skin Devils have to suck on a victim to get 
bowel contents if their bowels start at empty. There is a 
50% chance a given Skin Devil will have a full bowel. 


Terrify: Superstitious folk believe Skin Devils to be actual 
devils of folklore. Anyone failing a Sanity roll when con- 
fronted with them flees in terror to the nearest church or 
consecrated ground. 


Suck 60% (30/12), damage 1D4 per round (see 
Suck, above) 
Bowel Flail 60% (30/12), damage 1D4 plus 1 per 


round until washed off. On Extreme suc- 
cess Choke (see Asphyxiation damage) 


Armor: 2-points of bone and skin. 
Skills: Climb 75%, Disguise (as devil) 85%, Jump 75%, 
Stealth 60%. 
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New Spells 


BURDEN OF THE SKINLESS ONE 
Cost: 20 Magic points; 1D10+10 Sanity points. 
Casting Time: 20 hours 


Sedefkar has used this spell to bring down the hor- 
ror of The Skinless One on the city of Constanti- 
nople. It requires ten human sacrifices, all skinned, 
and a series of unspeakable rituals performed on 
each in their death agonies. When enacted, it incites 
all within ten miles to commit acts of violence, un- 
knowingly dedicated to The Skinless One. Victims 
may resist with a successful Sanity roll. 


CREATE SKIN DEVIL 
Cost: 10 Magic points; 1D10 Sanity points. 
Casting Time: 2 hours. 


The spell requires a living human to be skinned and 
eviscerated. After 2 hours the victim rises as a Skin 
Devil, its will entirely that of the caster. Ignore magic 
point cost if instead of an ordinary knife the Mims 
Sahis is used in the ritual. 


SKIN OF THE SKINLESS ONE 
Cost: 5 Magic points; 1D6 Sanity points. 
Casting Time: 2 rounds. 


This spell allows caster control of any portion of 
Skin said to have once belonged to The Skinless 
One. The Skin will adhere to any exposed skin. This 
causes no damage but has a terrible creeping sensa- 
tion. If left for more than 3 minutes the Skin will 
grow and envelope the whole body. In 12 hours the 
person will become a thrall of The Skinless One. 
Remove them from play. In 24 hours they become 
a human gateway. Treat them as if they have a per- 
manent Call Skinless One cast on them. 


Removing the Skin of The Skinless One from a 
small area causes 1D6 points of damage to the area 
touched. Removing from the whole body causes 
2D6+1 hit points. The entire skin comes away leav- 
ing exposed flesh underneath. Being a victim costs 
0/1D4 Sanity points. 
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Spells: None 
Sanity Loss: 1/1D10 Sanity to see a Skin Devil. 


THE ANATOLIAN DRAGON, Unique 
Magical Creature 


STR 150 CON 150 SIZ200 INT 15 
POW 75 DEX 70 
Build: 4 Move: 12/15/8* HP: 35 


*The Dragon moves over land at 12, can fly invisibly at 15 
and swim at 8. 


Damage Bonus: +3D6 


SPECIAL POWERS 


Invisible Flight: The Anatolian Dragon seems like a 
cloud of smoke when it flies. Close concentration or 
Hard Spot Hidden rolls will reveal it. 


ATTACKS 
Attacks per round: 2 


Fighting Attacks: The Anatolian Dragon bites or lashes 
with its tail when fighting. It mostly uses its sheer size to 
overwhelm its foes. 


Fire Breath: The Dragon can breathe fire in a long 
straight line. It can do this three times per combat. It is 
immune to its own fire. 

30% (15/6), damage 1D8 + 3D6 

30% (15/6), damage 3D6 plus ignites 
anything flammable 


Fighting 
Fire Breath 


Armor: 6-points of scaly skin. 2-points only on under- 
belly. 


Skills: Stealth 40%, Track 80%. 
Spells: None. 


Sanity Loss: 1/1D6 Sanity points to see the Anatolian 
Dragon. 


INVESTIGATORS 


GILLES DE LA GRAVE, Age 35, 
Frankish Knight and Heretic 


STR 80 CON 55 
POW 75 DEX 65 
Sanity: 75 Build: 1 


SIZ 65 INT 75 

APP 40 EDU75 

Move: 8 HP: 12 

Luck: 75 

Damage Bonus: +1D4 

Brawl 50% (25/10), damage 1D3 + 1D4 
Frankish Sword 65% (32/13), damage 1D8 + 1D4 


Crossbow 70% (35/14), damage 2D6 
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Shield 75% (blocks attacks, 25 hp) 

Dodge 32% (16/6) 

Armor: Chain mail (1D8-points of protection) 

Skills: Climb 50%, Natural World 30%, Other King- 
doms (Constantinople) 41%, Repair/Devise 45%, 
Ride Horse 45%, Science (Theology) 20%, Sleight of 
Hand 30%, Spot Hidden 50%, Status 45%, Stealth 
45%. 

Languages: Frankish (own) 75%, Latin 16%. 


Equipment: Armor, weapons, riding horse. Wineskin 
and waterskin which he will share with others. 


BACKSTORY: 


Personal Description – Homely and horse-faced but 
with a certain strength of feature. 


Ideology/Beliefs — Vow to attain relics for his Cathar fel- 
lows and to succeed where his father failed. 


Significant People — His family and village. 
Traits — Cynical and fatalistic. 


Injuries & Scars — Various scars and marks from his 
campaign. 


NOTES: 


Gilles dela Grave is a Frankish knight, originally 
from Languedoc, to the south of the Kingdom 
of France. Born into a family with considerable 
land holdings Gilles, though now in his 35th 
year, has yet to marry and take on the role of 
local landlord over the frozen mountain hold- 
ings. Gilles’ family are followers of the Cathar 
heresy, which is currently gaining significant 
support in the Languedoc region of Toulouse. 
The French Cathars have a link to the Byzantine 
Bogomils. Gilles has pledged to his church to 
bring back holy relics for the protection of the 
French Cathars. Before an assembly of Cathars 
Gilles’ father Hubert declared that the French 
Cathars—who would ultimately need protec- 
tion against invaders—must receive similar 
protection through the possession of holy rel- 
ics. His life was vowed to the attainment of such 
relics. Sadly, Hubert died only two years later, 
his promise to the church unfulfilled. This vow, 
however, became handed down to Gilles. Thus 
it was that when he reached adulthood he took 
up sword to become a knight. While known to 
be loyal to Count Baldwin, Gilles has earned a 
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reputation as a man with secrets, something his 
personality—a mixture of cynical pessimism 
and dark fatalism—has encouraged. 


BROTHER DAVID, Age 50, 
Frankish Cistercian Monk 

STR 55 CON70  SIZ70 INT 80 
POW 85 DEX50 APP50 EDU 90 


Sanity: 85 Build:1 Move:5 HP: 14 


Luck: 60 
Damage Bonus: +1D4 


Brawl 70% (35/14), damage 1D3 + 1D4 
Mace 60% (30/12), damage 1D6 + 1D4 
Dodge 32% (16/6) 


Armor: Leather with rings (1D6-points of protection). 


Skills: Astrology 15%, Art/Craft (Drawing) 30%, First 
Aid 55%, Insight 45%, Library Use 65%, Occult 
75%, Science (Theology) 60%, Spot Hidden 40%, 
Status 15%, Stealth 40%. 


Languages: Arabic 35%, Frankish (own) 90%, Greek 
60%, Italian 40%, Latin 75%. 


Equipment: A relic (the finger joint of Saint Jude, 
patron saint of the desperate cause). Robes, rosary, 
crucifix, mace, armor, riding horse. 


BACKSTORY: 


Personal Description — Stout but powerfully built. Gray- 
ing hair and stubborn chin. 


Ideology/Beliefs — Only knowledge of supernatural evil 
will defeat it. 


Significant People — His abbot. 
Traits - Humble and pious on the outside, but secretive. 


Injuries & Scars — None. 


NOTES: 


The Cistercian order was the main order that 
accompanied the Fourth Crusade. Their monks 
were often drawn from those with warrior 
backgrounds or at least some skill in fighting. 
Brother David has seen his share of action as 
well as administering to the religious needs of 
the Crusaders. On the surface he is a humble 
and pious man. However he is drawn to the se- 
crets of the occult, rationalizing that it is only 
knowledge of such things that will ultimately 
protect the souls of his charges. He believes in 
the greater good and feels no conflict in sacri- 
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ficing a life to achieve what he believes is God’s 
will. 


ANDRE OF TROYES, Age 30, 
Frankish Knight 

STR 80 СОМ 55 SIZ65 ІМТ75 
POW 50  DEX70 АРР 45 EDU 70 


Sanity: 50 Build:1 Move:9 НР: 12 


Luck: 50 
Damage Bonus: +104 


Brawl 70% (35/14), damage 1D3 + 1D4 

Frankish Sword 75% (37/15), damage 1D8 + 1D4 

Lance 50% (25/10), damage 1D8 plus horse 
damage 

Shield 55% (27/11), blocks attacks, 25 hp 

Dodge 50% (25/10) 


Armor: Chain mail (1D8-points of protection) 


Skills: Climb 50%, Fast Talk 20%, Law 25%, Navigate 
25%, Other Kingdoms (Levant) 30%, Persuade 25%, 
Repair/Devise 40%, Ride Horse 45%, Science (The- 
ology) 20%, Status 45%, Track 30%. 


Languages: Arabic 15%, Frankish (own) 70%, Italian 
25%, Latin 25%. 


Equipment: Excellent and expensive clothes and an 
elaborate surcoat. Weapons, armor, riding horse. 


BACKSTORY: 
Personal Description — Plain-looking with fair hair and 
grey eyes. 


Ideology/Beliefs — Believes in the Church and the 
Knightly Ideal. 


Significant People — Uncle and father. 
Traits — Pious and loyal. 


Injuries & Scars — Various scars and marks from his 
campaign. 


NOTES: 


Andre was born of a minor noble family. His 
uncle was a Crusader and his father a local ad- 
judicator. He is deeply religious and believes 
profoundly in the cause of the Crusades. He 
was disturbed at first at their attacks on Chris- 
tian cities, but his devotion to Count Baldwin is 
sufficiently strong that he believes the rationales 
that his liege has given, both theological and 
political. Despite this, Andre is uncomfortable 
with wanton destruction of Christian churches 
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and Christian iconography. He also believes in 
the knightly ideal, and would prefer to offer suc- 
cor to those in need instead of brutality. Andre 
staunchly believes God intended for him to be 
on this Crusade and will protect him. 


RENAUD OF FLANDERS, Age 49, 
Veteran Frankish Knight 


STR 65 CON 80  SIZ65 INT 50 

POW 65  DEX70  APP55 EDU55 
Sanity:65 Build:1 Моуе:7 HP: 14 

Luck: 75 

Damage Bonus: +1D4 

30% (15/6), damage 1D3 + 1D4 
Frankish Sword 75% (37/15), damage 1D8 + 1D4 


Brawl 


Lance 55% (27/11), damage 1D8 plus horse 
damage 

Shield 65% (32/13), blocks attacks, 25 hp 

Dodge 48% (24/10) 


Armor: Chain mail (1D8-points of protection) 
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Skills: First Aid 50%, Listen 45%, Other Kingdoms 
(Constantinople) 25%, Pilot Boat 30%, Repair/De- 
vise 30%, Ride Horse 55%, Spot Hidden 45%, Status 
15%. 


Languages: Greek 10%, Frankish (own) 55%, Italian 
30%. 


Equipment: Weapons, armor, riding horse. A field 
dressing kit. 


BACKSTORY: 


Personal Description — Brutal looking with facial scars 
and thinning hair. 


Ideology/Beliefs — No time for idealism. He’s here for 
the loot. 


Significant People — His liege and unit. 


Traits — Been there, killed that. Disciplined and obedi- 
ent. 


Injuries & Scars — Many scars and burns from his long 
campaign. 
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NOTES: 


Renaud isa cynical veteran of many campaigns. 
He joined the Crusade for an opportunity to 
get his hands on some loot and to improve his 
social status. It doesn't bother him that others 
are here for religious purposes, but he doesn't 
feel inclined to agree with them either. De- 
spite his cynicism, he is a disciplined warrior 
and will follow clear orders without hesitation. 
Those who are undisciplined he tends to pull 
into line, for he believes that only by working 
together can combatants hope to get home un- 
scathed. As a combat veteran he is also skilled in 
field medicine and will not hesitate to see to the 
wounds of his fellow warriors. He has served 
Count Baldwin's family his whole life and is 
unshakably loyal. 


MARTINUS DE LISLES, Age 19, 


Young Frankish Knight 
STR 70 CON 70 51455 INT45 
POW 75 DEX70 APP70 EDU55 


Sanity: 75 Build:1  Move:9 НР: 12 
Luck: 55 
Damage Bonus: +1D4 


Frankish Sword 50% (25/10), damage 1D8 + 1D4 


Lance 50% (25/10), damage 1D8 plus horse 
damage 

Shield 50% (25/10), blocks attacks, 25 hp 

Dodge 39% (19/7) 


Armor: Chain mail (1D8-points of protection) 


Skills: Skills: Art/Craft (Folk Tales) 30%, Art/Craft 
(Timber) 40%, Climb 50%, Jump 50%, Natural 
World 25%, Navigate 20%, Repair/Devise 50%, Ride 
Horse 60%, Status 20%, Stealth 25%, Track 20%. 

Languages: Frankish (own) 55%. 

Equipment: Armor, weapons, riding horse, 2 silver 
marks, a wineskin. He has a lock of his betrothed’s 
hair sent from home that he regards almost as a relic. 
He also carries a crude crucifix. 


BACKSTORY: 


Personal Description — Young, handsome, blond. A 
picture-book knight. 


Ideology/Beliefs — Youthful idealism and loyalty to his 
family. Dislikes the Venetians. 


Significant People — His love at home. 


Book ó 


Traits — Simple but untrusting of those from outside his 
home region. 


Injuries & Scars — None. 


NOTES: 


Martinus is a young knight who was brought 
up in a rural holding and is skilled in the ways 
of building, especially dwellings, nature, and 
repair. He joined the Crusades because his 
beloved Unde Bernadus (his mother's older 
brother) did, only to see his uncle fall at the 
siege of Zara. Martinus is a simple soul and has 
a deep distrust of those not from his own re- 
gion and not under the service of Count Bald- 
win. He especially dislikes the Venetians, whom 
he blames partly for his uncle's death since it 
was their desire to conquer Zara that led the 
Crusade there. Martinus is very superstitious in 
a peasant way and believes devils and other ma- 
lign spirits are behind most misfortune. He has 
a barrage of largely useless procedures to ward 
against such things. 


ELOISE OF FLANDERS, Age 26, 


Hand Maiden and Spy 
STR 50 СОМ 75 51745 INT 80 
POW 70  DEX70 АРР75 EDU 85 


Sanity: 70 Build:0 Моуе9 НР: 12 


Luck: 65 


Damage Bonus: 0 


Brawl 6096 (30/12), damage 1D3 
Dagger 6096 (30/12), damage 1D4 
Dodge 60% (30/12) 


Armor: None 


Skills: Skills: Art/Craft (Domestic) 30%, Fast Talk 4096, 
First Aid 5096, Insight 6096, Listen 6596, Medicine 
5096, Natural History 40%, Persuade 7096, Potions 
5096, Ride Horse 2096, Sleight of Hand 31%, Status 
1596, Stealth 8596, 

Languages: Greek 60%, Frankish (own) 85%, Italian 
60%. 

Equipment: Potion kit, healing kit, dagger, good clothes, 
stout boots and a cloak against the elements. She 
also has 10 golden marks hidden on her person for 
emergencies. 
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`- BACKSTORY: 

` Personal Description — Fair with large dark blue eyes 
full of mystery. 


Ideology/Beliefs — Intriguing will keep her household 
safe. 


Significant People — Her mistress. 
Traits — Insightful and cunning. 


Injuries & Scars — None. 
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NOTES: 


Count Baldwin’s wife Marie de Champagne has 
recently come to join her husband in the east. 
Eloise is ostensibly a trusted hand-maiden but 
also works as a spy for the household, using her 
connections in other households and her ease 
with many classes to glean information. Eloise 
is devoted to her mistress and realizes Constan- 
tinople is a dangerous place, rife with intrigue. 
She is doing her best to find out as much intel- 
ligence as she can. Aside from her insight and 
formidable skills at intelligence gathering she is 
skilled in potions and medicine, an art she has 
sometimes turned to poisoning, for the good of 
her house. 
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TRIESTE 1923 


Cold Wind Blowing 


Our heroes dine with Herr Winckelmann, a personality with a long-term 
sense of obligation; he introduces them to a powerful contact, and hints 
toward the Right Leg. 


by Russell Wafers 


THE INVESTIGATORS NOW HAVE anoth- 
er short journey, one placid enough that each 
earns a point of Sanity. They'll need it: in Tri- 
este five sets of ruthless villains compete or keep 
watch, and that's not even counting the ghost. 

Much of the action in this adventure can 
come from keeper-inspired threats, ambush- 
es, mysterious assassinations, rifled rooms, and 
so on. Read this episode carefully, with an eye 
to bringing the investigators to awareness of 
the knotted forces surrounding them in Tri- 
este. How that is done depends on the strengths 
and predilections of the individual investiga- 
tors: take care not to overmatch the team. Fail- 
ing that, this adventure remains short and rel- 
atively straight-forward. Succeeding, the chase 
through the caves becomes a memorable one— 
chilling in some presenta- 
tions, brutal in others, or 
perhaps, in yet another, a 
comic parody with waves 
of villains. 


KEEPER INFORMATION 


In June 1768, Johann 
Joachim Winckelmann, ar- 
chaeologist, art historian, 
and librarian of the Vatican, 
was murdered in Trieste. It 
is thought that thieves mur- 
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dered him for some valuable medals which he 
carried. 

Winckelmann, an actual historical figure, 
died as stated. This adventure proposes that 
forces of the Cthulhu Mythos were instrumen- 
tal in his death. 

Winckelmann had been aware of the 
Mythos for years, mainly through his studies 
of ancient Greek and Roman societies, and the 
unsavory cults of those times. He kept the de- 
tails of his discoveries in a private diary and did 
not disclose them to his Vatican employers. 

Winckelmann came into contact with a 
lloigor colony near Regensburg, and was com- 
pelled by them to carry a medallion to Adelsberg 


The Trieste Train Station 
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(Italian: Postumia), where another colony exist- 
ed. The medallion was a Mythos item connected 
with the worship of Ithaqua. 

Unfortunately for Winckelmann,he stopped 
in Trieste and was identified as a courier by a 
member of the local lloigor cult, Francesco Ar- 
cangeli, who murdered Winckelmann to win 
the honor of personally presenting the medal- 
lion to his masters. However, Winckelmann had 
hidden the medallion before his death, and to 
this day no one has found it. 


THE LLOIGOR 


Years later, the Right Leg of the Sedefkar Simu- 
lacrum was brought to Trieste by Napoleon's 
troops in 1797, as part of the same march that 
took the Left Leg to Venice. It was recognized 
as an object of arcane power by the lloigor cult, 
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who stole it to offer the segment to their capri- 
cious masters. The lloigor found no use for the 
leg, and so it sat undisturbed in their lair for 
over 120 years. 

The lloigor live in the extensive caverns dot- 
ted throughout the area, with the main colony 
situated in caverns fifty miles to the northeast 
of Trieste, near the Italian border village of Pos- 
tumia (formerly Adelsberg and part of the Aus- 
tro-Hungarian Empire, also known as Posto- 
jna by the Slovenian locals). The lloigor serve 
the Wind Walker, Ithaqua. Largely because of 
them, the destructive wind called the *bora" is 
so potent in this area. The lloigor drain magi- 
cal essence from sleeping humans over a wide 
area, adding this to their own magical power 
to intensify the bora, and for other spells. The 
missing medallion is a minor 
component in the millions- 
of-years effort needed to ef- 
fect Ithaqua's permanent re- 
turn, and plays no other part 
in this campaign. 

Many human lloigor 
cultists exist in the Trieste 
area. It is simple for them 
to know of the investigators, 
and to be able to move quick- 
ly when the investigators re- 
veal themselves by visiting 
Antoni Termona. 


MEHMET MAKRYAT 


Makryat traced the Right 
Leg to Trieste, and suspects 
that the lloigor have it, since 
he is aware that their follow- 
ers collect arcane items for 
their masters. His researches 
have also connected Winck- 
elmann with the lloigor. He 
believes that Winckelmann 
must have known the loca- 
tion of the lloigor colony, but 
even if he did not, is certain 
that enquiries into Winckel- 
mann in Trieste will soon put 
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Founded by the Romans as Tergeste, Ше city has а 
long and sometimes stormy history—the fourth res- 
toration of its walls began in 1470. 


A trade rival of Venice, it placed itself under the pro- 
tection of the Austrian emperor in 1382, which led to 
Austrian possession of the area. Trieste became the 
major Mediterranean outlet for the Austro-Hungar- 
jan Empire. 

Despite increased trade as a result of the opening of 
the Suez Canal in 1869, Italian nationalism grew in 
the town. 


In 1910 approximately two thirds of the population 
were Italian, the remainder being Austrians, Germans, 
Slovenes, Croats, and other nationalities, all under the 
sway of the Austrians. Italian troops entered in 1918, 
and the Treaty of Saint-Germaine-en-Laye ceded the 
area to Italy in 1920. City population in 1923 is ap- 
proximately 225,000. 


The city is built around Monte Giusto, a steep hill 
crowned with a fortress (the Castello). Nearby is the 
cathedral of San Giusto. The hill slopes down to the 
flatlands adjacent to the harbor, which extends in- 
land in the form of the Canal Grande at the northern 
end of the quay. With the harbor to the northwest, 
the town extends to the east of Monte Giusto. This 


eastern region of the town is connected to the harbor 
district by a tram line which passes through a tunnel 
(Galleria della Montuzza) under the hill. The tunnel is 
380 yards long, and emerges on the harbor side at the 
Piazza Carlo Goldini. 


City hall and the central police station are located 
near the Piazza Grande, later the Piazza dell Unita. 


Trieste is a major port, and throughout the 1920s 
between six and eight million tons of cargo passed 
through it yearly. Before the Great War, it was the most 
important port in the Austro-Hungarian empire. 


Personal transport is available in the form of horse 
cabs, taxicabs, or electric tramways along the main 
thoroughfares. 


Trieste is at the western edge of the Karst region, hills 
and mountains which have lent their name as a geo- 
logical term: this limestone terrain is shot through 
with sink holes, caverns, and streams which start or 
end without warning. The nearest well-known cav- 
ern is the Grotto Gigante, about three miles distant, 
whose largest chamber is a stalactite-laden 780 feet 
long and 453 feet high. 
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the-investigators into contact with the lloigor 
cultists. 

Calculating that the investigators might be 
over-matched against lloigor and lloigor cult- 
ists, he left clues for his father that Trieste may 
hold one segment of the simulacrum. 


BROTHERS OF THE SKIN 


No Brothers live in Trieste. Selim Makryat has 
taken Mehmet's bait however, and sent there 
Turkish agents disguised as businessmen. They 
principally watch the lloigor cultists; but when 
the investigators arrive, these interesting new 
people arouse attention. When lloigor cultists 
are also seen on their trail, Selim's men become 
doubly interested. 


Winckelmann's mausoleum may be a place of peace and 
meditation in Summer — now in winter, 
it is cold and desolate. 


THE GHOST OF WINCKELMANN 


The final protagonist in this scenario is Winck- 
elmann himself. His ghost haunts Trieste, hop- 
ing to fulfill his mission by finally conveying the 
medallion to the lloigor. He does not wish those 
responsible for his death, the local lloigor cult, 
to profit from his murder, and so his spirit seeks 
someone else to make delivery. 


FENALIK 


The vampire continues to shadow the investi- 
gators, and to enjoy their success. As his goal 
begins to seem achievable, he has every inter- 
est in protecting the investigators. Does he 
sneak into their rooms occasionally to caress 
his beloved simulacrum, now tantalizingly re- 
assembling? Perhaps he leaves behind a waft of 
his own charnel scent. In the evenings he drifts 
around the hotel, locating the watchers and un- 
derstanding their purposes. He then departs for 
the docks to feast in grand style on hapless in- 
nocents far from home, the remains of whom 
the sea accepts without hesitation. 


Avriving In Teese 


As scheduled, the Orient Express arrives in Tri- 
este at 7:54 P.M. When the investigators step 
through the open door of the train and emerge 
into the vault of the station, the first thing they 
are aware of is the wind. It howls about the 
covered platform like an angry beast, piercing 
clothing and sucking the warmth from their 
shivering bodies. Loose dirt and twigs hurtle 
through the air. Occasionally a particularly 
strong gust rattles loose portions of the roof, 
so that the whole structure echoes and vibrates. 
Porters, secure in well-buttoned great-coats, as- 
sist with the luggage and eventually the shelter 
of the waiting-room is reached. Porters and pas- 
sengers alike curse the wind, which they call the 
bora, a common phenomenon in this region. 

If the investigators dawdled in disem- 
barking and reaching the interior of the sta- 
tion, they now have to wait for a taxicab. Only 
motor-driven transport is out tonight; all the 
horse-drawn cabs have gone home—even the 
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most heartless cabby would not force an animal 
out into this weather. 

The ride from the rail station to the center 
of town is a short one. Alighting at their hotel 
or pensione, each investigator must make a suc- 
cessful Strength roll or be bowled over by the 
wind as it shrieks through the night. Checked 
in, and their passports deposited with the staff, 
the investigators can have a light supper and re- 
tire to their rooms, falling asleep to the wail of 
the bora outside. 


ASLEEP IN TRIESTE 


Each night the investigators sleep in Trieste, 
they must succeed in a Power roll or lose 1D6 
magic points to the lloigor. Whenever that hap- 
pens, the investigator will wake feeling tired, ir- 
ritable, washed-out, and depressed. 


If the magic point drain exceeds the inves- 
tigator's actual magic points when he or she re- 
tired, then the number of missing points be- 
comes the number of hours past normal waking 
time during which the investigator continues to 
sleep. The investigator cannot be wakened dur- 
ing this period. 

Local doctors are familiar with the phenom- 
enon. They say not to worry, it will pass: “There 
is always a lot of this minor ailment about at 
this time of year. A product of the wind, per- 
haps.” No doctor is able to treat the malady, nor 
to provide a scientific explanation of it. 

Affected investigators must make a Sanity 
roll. Those who fail remember strange dreams 
of massive creatures moving in dark, swirling 
waters, or of a howling monstrosity moving 
towards them at impossible speed. They lose 
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This rough timeline suggests who may be 
met when. 


After their visit to Termona, the Brothers latch on to 
them. That night, a Turkish businessman is loitering 
at their hotel. 


DAY FOUR—Investigators witness Cesare Druni's ab- 


DAY ONE, EVENING—The investigators arrive in 
Trieste, experience the bora and find accommodation. 


That night and every night, check whether any investi- 
gator loses magic points. 


DAY TWO-—The investigators “look up Winckel- 
mann" and find his cenotaph. Research into Winckel- 
mann or his medallions gives them the current address 
for the Termona family. 


Helmut Grossinger may be seen in the library, a strange 
and sad figure. 


DAY THREE— The investigators probably visit Antoni 
Termona's house and get Winckelmann's diary. They 
should commence translation of diary (by Marcius 
Montanelli or another). This will take until the follow- 
ing day. 

As they leave the translator, they might notice red- 
haired Cesare Druni following them. 


duction. 
The translation of Winckelmann's diary is finished late 
in the day. The Pale Stranger makes his appearance. 


That night, the events of the Memorable Dinner and 
The Haunted Hotel occur. 


DAY FIVE—The investigators find the picture of the 
Bacchus lintel, and use it to locate the Villa of Bacchus, 
where they can obtain the Medallion of Ithaqua. 
Blackshirts patrol the streets, and may make trouble. 


DAYS SIX, SEVEN—The investigators possibly travel 
to Postumia. Perhaps they do this earlier, without the 
medallion. 

In Postumia the opposing groups come into violent 
conflict. 

If the investigators survive they may retrieve the Right 
Leg and leave Trieste on the evening train. 
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1 Sanity point in addition to the magic points 
noted above. 

If any investigators experience the dreams, 
astute players may suspect lloigor in the area; if 
that comes up, the keeper should allow a Cthul- 
hu Mythos roll to allow the investigators to 
make some sense of the situation. A Hard suc- 
cess connects the bora to Ithaqua, the Wind- 
Walker. 


Looking Up W ie есин 


In London, Professor Smith told the investiga- 
tors to ‘look up Johann Winckelmann when 
you get to Trieste. Since this is their only clue, 
presumably they do just that the next morning. 

Outside, the bora continues to gust, al- 
though not as fiercely as the night before 
(Strength rolls, with a bonus die). 

Inquiries may be hampered by language 
barriers, or potential informants may be busy 
or laconic. After an hour of inquiries, an 
amused city clerk acknowledges that Winck- 


elmann may be found at the Museo di Storia 
e d'Arte (Museum of History and Art), and he 
gives them directions. Investigators staying at 
a high class hotel receive this information im- 
mediately. 


THe Museum 


Situated in the Via della Cattedrale, near the top 
of a steep hill, the museum (Admission: 2 lire, 
open 10 A.M. to 4 P.M., closed Mondays) is ad- 
jacent to the Cattedrale San Giusto, and close 
to the medieval Castello, which is still used as a 
barracks and magazine. 

The museum contains a sizable Egyptian, 
Greek, and Roman collection, much of which 
has come from private donation. Enquiring af- 
ter Winckelmann, they are told “Out in the gar- 
den,” and directed to the Giardino Lapidario, 
attached to the museum but with a separate 
2-lire entrance fee (Sundays free). 


GIARDINO LAPIDARIO 


The Giardino Lapidario is a terraced garden 
containing antiquities from Tergeste and Aq- 
uileia, and would normally be a charming 
place to spend a lazy afternoon, but today a 
freezing wind roars between the statues and 
pillars. The garden is deserted. A success- 
ful Spot Hidden discerns a replica of a Ro- 
man temple down the slope, sheltered by 
plane trees which currently bow before the icy 
blasts. There is some movement within. It is 
the only place in the garden to provide any 
shelter from the teeth-aching cold. 

Just as the investigators reach the temple, 
let them make a Spot Hidden roll. Those who 
succeed notice a frieze in high relief, mount- 
ed on a wall next to the temple. The frieze is 
well executed, but something about the pro- 
portions is subtly wrong, making the viewer 
uneasy. It depicts a group of humans mak- 
ing offerings to a group of animal spirits. 
The animals appear to be reptilian in nature, 
strangely like oriental dragons, but stockier, 
with unusually proportioned heads. The hu- 
man figures appear quite worn, some of them 
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TRIESTE HANDOUT £1 


JOHANN 
JOACHM WINCKELMANN 


Born 9 December 1717 at Stendal in Prussia, 
he died 8 June 1768 in Trieste. The son of a 
cobbler, Winckelmann’s formative years were 
strongly influenced by a study of Greek, par- 
ticularly the works of Homer. He studied theol- 
ogy at the University of Halle in 1738 and med- 
icine at the University of Jena from 1741-1742. 


His interest in Greek art may be dated from 
1748, when he worked as librarian to Count 
von Bunau. His first work in this area, Reflec- 
tions on the Painting and Sculpture of the 
Greeks, was published in 1755, and translated 
into several languages. 


He became librarian of the Vatican, and moved 
from his native Germany to Rome. 


It was during a trip to visit his home in Stendal 
that Winckelmann was murdered, after unex- 
pectedly turning back for Rome at Regensburg. 
He wrote to friends: 1 am not what I would 
wish to be” and mentioned a melancholy which 
had overtaken him. Winckelmann’s traveling 
companion, an art dealer named Cavaceppi, 
insisted that at least they should go to Vienna, 
but there Winckelmann abandoned his com- 
panion and headed for Trieste. 


There, he met a man named Francesco Ar- 
cangeli, a thief who worked as a cook and pimp. 
Arcangeli at first strangled and then fatally 
stabbed Winckelmann, apparently during an 
attempt to steal a number of medals carried by 
Winckelmann. Arcangeli was arrested, and lat- 
er executed by being broken on a wheel outside 
the hotel where the murder was committed. 


Winckelmann had time to make a will before 
he expired, in which he left most of his pos- 
sessions to a waiter at the Locanda Grande, 
the hotel at which he stayed. The medallions 
eventually went to the Museo di Storia e d’Arte, 
while all of Winckelmann’s papers, including 
a personal diary, were sold at auction to one 
Giovanni Termona, a local historian. 


Winckelmann was buried in the Cattedrale San 
Giusto churchyard. This was later moved and 
the Giardino Lapidario was created on its site. 
The cenotaph erected to Winckelmann in the 
Garden dates from several years after his death. 


A picture of Winckelmann is also found, a re- 
production of an oil painting by his friend An- 
ton Raphael Mengs made in 1771. 
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[ venis in ее in 1923 


As elsewhere in Italy, the rise of Mussolini col- 
ors the story of Trieste in 1923. The city has only 
recently been part of Italy following its acquisition 
from Austro-Hungarian Empire in 1918. By 1923 the 
campaign to Italianize Trieste is in full swing, with 
the city equated to Venice by more romantic nation- 
alists. The teaching of Slavic languages in schools 
is banned, and Slavic place names in the city and 
even family names are changed to Italian variants. 
The largely Slovenian village of Postojna is retitled 
Postumia. On 23 March a law is passed banning the 
use of Slavic languages in official documents. Slavic 
residents are singled out for persecution, with violent 
anti-Slovene riots in April. 

The investigators can witness the seeds of all this 
in early 1923. For more, see Making Trieste Italian: 
1918-1954 by Maura Elise Hamet. 


[aWaWaWaWMaAMaAMAMAMAMAMAWAWAWAWA 


missing limbs or with limbs eroded to weird 
shapes by the passage of time, although the 
reptilian figures are well-preserved and al- 
most could have been carved yesterday. 

A successful Archeology roll will reveal 
that the style of the frieze is from the early Ro- 
man period, but there are no Roman myths 
of creatures like the ones depicted. A Cthulhu 
Mythos roll will draw up numerous associa- 
tions of snake-, worm- or lizard-like beings: 
dholes, shantaks, lloigor, hunting horrors, 
serpent people. Allowing for artistic license, 
the frieze could depict any of these, but this 
knowledge comes with the awful suspicion 
that the sculptor was working from personal 
knowledge (Sanity loss 0/1). 

The inside of the temple is windowless, 
and it takes a few seconds for eyes to adjust. 
Cats curl in one corner, out of the wind. By 
the far wall, a sarcophagus rests on a marble 
base. Atop the sarcophagus is a reclining fig- 
ure, winged and holding a medallion with. a 
man's head in profile. On the side of the sar- 
cophagus is a Latin inscription. 
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IOANNI WINCKELMANNO 
VIII . IVN. AD. M.DCC.LXVIII 


Winckelmann, the man they thought to 
meet, died June 8, 1768. 

Any investigator with a successful Ar- 
chaeology roll already knows about Johann 
Joachim Winckelmann, father of modern ar- 
chaeology, but had not realized he died in Tri- 
este. The connection made, or a library con- 
sulted, the following subsection and Trieste 
Handout £1 pertains. 


| seal; 


For the keeper's convenience, all library re- 
search is collated in this section. Note that not 
all of these avenues are initially available to the 
investigators. 


JOHANN WINCKELMANN 


The investigators may not be able talk to Winck- 
elmann, but they can still “look him up" with 
research, which must be what Smith intended. 
Trieste does not have a university in 1923; any 
research must be done at the city library (open 
09:30 A.M. to 12:00 P.M.; 2:15 РМ. to 4:15 
P.M.) which is situated in the Piazza A. Hortis, 
opposite the Museo del Mare (maritime mu- 
seum). Library Use rolls should be made, along 
with Italian rolls as appropriate. Fast Talk 
might be pertinent, to get immediate assistance 
with translations, quick access to special library 
resources, or to the library as a whole. Unless 
an investigator then receives either a successful 


Italian roll or a successful Archaeology roll, a 
full day is needed to learn what Trieste Hand- 
out #1 relates. 


WINCKELMANN'S MEDALLIONS 


If the investigators follow up the reference to 
the medallions that Herr Winckelmann was 
carrying, they will find that the Museo di Storia 
e d'Arte has these on display in a locked glass 
display cabinet. Within the cabinet, a flat, inlaid 
wooden box lined with velvet holds seven me- 
dallions—four in one row and three in a second 
row. Only one side of each medallion is visible. 
They depict a variety of historical scenes, such 
as the sacking of Troy, or famous historical per- 
sonalities. A successful Spot Hidden will allow 
the investigators to notice that wear on the nap 
of the velvet indicates that there were eight me- 
dallions in the box at one time. 

A card in the cabinet (in Italian) notes 
that the box and medallions were once owned 
by Johann Winckelmann and were acquired 
by the museum in 1910. Further enquiries 
with the current curator, Dottore Ernesto Pa- 
beno, will reveal that the medallions were left 
to the museum by Marcus Termona (descen- 
dant of Giovanni Termona and father of An- 
toni Termona). Depending upon whether he is 
impressed by the investigator's academic ref- 
erences (real or otherwise), Pabeno may also 
mention that Marcus' son Antonio is a noted 
scholar, who lives nearby. 


LOCANDA GRANDE 


Winckelmann was killed at the Locanda Grande 
hotel. Asking after the hotel draws a blank, al- 
though an older citizen may remember it as be- 
ing knocked down long ago. 

Library Use determines that the Locanda 
Grande once stood in the Piazza Unità d'Italia, 
but it was demolished in 1847 (prior to that it 
had been known as the Osteria Grande, and 
originally the Hospitium Magnum). The Hotel 
Garni was built on the site in 1873, which has in 
turn been renamed the Hotel Vanoli. 

Should the investigators visit the Hotel 
Vanoli, as they cross the Piazza a Spot Hid- 
den notes a pale face watching them from an 
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upstairs window. If they enquire about this 
room, the clerk reports that it is vacant, and 
has been for some time. 


NAPOLEON'S ARMY 


The investigators may try to locate information 
about Napoleon's army in Trieste in 1797, with 
particular reference to the simulacrum or any 
other mysterious statue or artifact. A successful 
Library Use and Italian roll locates a report of 
a military tribunal conducted in 1797 (Trieste 
Handout #2). 


There are no further reports on the matter. 
The missing bag was never recovered, and the 
incident is not referred to again. 


KARST CAVERNS 


Any hotel concierge, travel guide or library will 
mention two nearby cave systems. A successful 
Geology roll will mean the investigators may 
already be aware of these caves. The Grotta Gi- 
gante is roughly three miles north-east of Tri- 
este and is thought to be the largest cavern open 
to tourists in the world, large enough to con- 
tain St Peter’s in Rome. It was fully explored by 


TRIESTE HANDOUT #2 


At the enquiry into the deaths of Sergent André 
Legrand and Soldat Jules Héron the following facts 
were determined by the Tribunal: 

On 9 September, Sergent André Legrand, Caporal 
Marcel Lasniére, and Soldats Jules Héron and Louis 
Cochefer from Legrand’s unit were drinking at a tav- 
ern, Il Capro Ubriaco (The Drunken Goat), where 
they fell in with Marchetti. Witnesses present stat- 
ed that Legrand was very drunk. Caporal Lasniére 
and the two soldats went upstairs, where the tavern 
owner also ran a brothel. Upon their return, Legrand 
and Marchetti had disappeared. Legrand’s body was 
found in a nearby alley a short time later. 

Witnesses stated that it was common knowledge 
in the unit that Sergent Legrand had acquired some 
valuable treasure in Paris. This item was kept in his 
kit. The bag had been in Legrand’s possession at the 
tavern, but was missing when his body was found. 
Lasniére, Héron, and Cochefer sought Marchetti, 
partially to revenge their Sergent but also to recover 
Legrand’s treasure. 

On 10 September, the three men found Marchetti 
drinking at Caverna Dei Rettili (The Lizards’ Cave 
tavern). They waited until he left, then ambushed 
him, stunning him and dragging him to a cul-de-sac 
where they sought to extract the location of the bag. 
Witnesses stated that Marchetti at first denied having 
the bag but after being beaten, confessed that he had 


SUMMARY OF FINDINGS OF Court MARTIAL (IN FRENCH) 


DATED 13 SEPTEMBER 1797 
CHEF DE BATAILLON GASTON FEUSIL PRESIDING 


passed the bag and its contents to his master. Mar- 
chetti refused to reveal the name of his master and 
a further beating ensued. It was at some time during ! 
this second beating that Marchetti's shirt was torn І 
from his Боду. ! 

The facts from this point are unclear. Witnesses i 
report hearing screams, followed by repeated heavy ! 
blows. The civil authorities were summoned and | 
upon investigation, Lasniëre and Cachefer were І 
found, dazed and bleeding, along with two bodies. 
One was the body of Héron, who appeared from i 
the marks about his throat to have been strangled. ! 
The other body was battered beyond recognition, Í 
but may have been the body of Marchetti. Lasniëre ' 
claims that the body was that of a “monster” that ! 
strangled Héron before it was killed. He claimed that | 
the subsequent damage to the body was caused by ! 
Cochefer beating it with a billet of wood. A blood i 
soaked billet was found at the scene. Cochefer has i 
not been able to testify; doctors who have examined ! 
him conclude that it is unlikely that his mind will I 
ever return. і 

The finding of this Tribunal is that Legrand was ! 
killed by civilian Marchetti in the course of a rob- i 
bery. Héron was killed by person or persons un- ! 
known. The death of Marchetti is unconfirmed. i 
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1905. The other cave is further away, nearly 50 
miles north-east, near the border town of Pos- 
tumia. The cave is open to tourists but largely 
unexplored. 


ADELSBERG, POSTUMIA, POSTOJNA 


Adelsberg is the Austrian name, Postojna the 
Slovenian name, and Postumia the Italianized 
name. All refer to the same place, near the Yu- 
goslav border and the town of Longatico. 


THE SILENT READER 


While the investigators are in the library, they 
notice a man sitting mutely in front of a book. 
His arms are folded under his jacket. He reads 
the two pages, and then waits patiently. In time, 
a staff member comes by and turns the page for 
him. He reads, and waits again. 

This is Helmut Grossinger. For his story, see 
“In Their Footsteps.” Note that when first en- 
countered he does not trust the investigators, 
and will not seek to make contact with them. 
If they make him uncomfortable, he will leave. 


The [amom 


Winckelmann’s diary is still in the Termona 
family, and is now owned by Antonio Termona, 
a descendant of the Giovanni Termona who 
purchased it. If the investigators do not try to 
view the medallions, they may also be direct- 
ed to Antonio Termona through asking about 
Giovanni Termona at the library, where the 
Termonas are well-known as a family of schol- 
ars. They may also locate Antonio by searching 
for Giovannis descendants in the records of the 
Municipio (the city hall). 


THEFAMILY SECRET 


Antonio Termona is in his mid-forties and an 
active member of the lloigor cult. Like his fa- 
ther Marcus (now deceased), he is another in 
a long line of scholars whom the lloigor have 
used to search for the medallion. His failure to 
date is marked by the empty left sleeve which 
he wears pinned up to his shoulder, to outsiders 
apparently a lost limb. 
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EYOND 


Termona is happy to meet someone inter- 
ested in Winckelmann's papers and diary, and 
hopes that they will find the missing medallion. 


VisitING ANTONIO 


The Termona house is in a prosperous neigh- 
borhood not far from the museum. The door 
is answered by a villainous-looking servant, 
Marco, who wears a patch over his left eye. (The 
patch hides a tentacular growth grafted into the 
empty eye socket by the lloigor.) If the investi- 
gators speak Italian, Marco’s manners fall just 
short of rudeness, but go past that point if he 
is forced to communicate in English (which he 
does, but poorly). 

Marco will leave the investigators in the 
hall while he takes their card(s) to his mas- 
ter, first warning them not to steal anything 
whilst he is gone. This gives the investigators 
a few moments to look around the entrance 
hall, which is decorated with paintings (pre- 
sumably family members, since there is a fa- 
cial resemblance and historical progression of 
clothing styles) and various objets d’art, some 
of which appear to be quite valuable. A Spot 
Hidden will reveal that two of the items dis- 
played (a primitive human figure, although 
the proportions are subtly wrong, and a vase 
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The Bora 


The bora is a factor whenever the investigators are 
outside in Trieste, making pedestrian excursions un- 
certain. 

When the bora picks up, Strength rolls are re- 
quired to remain standing. The bora may be used to 
either hinder or to aid the investigators as they fight, 
chase, or flee in the streets of Trieste. At the keeper's 
discretion these rolls may be at Hard difficulty when 
the wind picks up. 

Lengths of chain are strung along at waist height 
by the curb side, and locals use these aids with great 
alacrity. A successful Dexterity roll with a bonus die 
keeps the visitor safely on his or her feet and making 
good progress. 
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TRIESTEHANDOUT #3 


WinckELMANN's DIARY (IN ANCIENT GREEK DIALECT) 


3 MAY—The Tablet of (indecipher- 
able) is correct, and I have traveled to 
Regensburg and spoken with the Things 
there. They have compelled me to carry 
an amulet to another enclave near Terg- 
este, in Austria. I am warned not to ap- 
proach without the amulet, lest I be de- 
stroyed. They need this amulet for some 
dark plan of their own; I fear it will aid 
them in releasing that which they serve 
from its frozen Arctic prison. 

15 MAY—I curse those Beasts, and I 
curse myself for seeking them! Each night 
the dreams return, and I get no peace. I 
do not know how to go on; the art which 
has been my life is dross, and my fellows 
but painted masks on grinning skulls. I 
wear my mask too and talk of “Art, but 
beauty has gone from the world and my 
words are ashes in the wind. 

1 JUNE—Arrived safely in Tergeste. 
The dreams that have haunted me since 
Regensburg continue. My one hope is 
that after I have handed on the amulet, 
the dreams will stop. 

2 JUNE—Met a native, Arcangeli, 
a fellow who promises some diversion. 
More importantly, through certain signs 
and words he gives me to believe that he 
knows of those Entities, and can guide 
me to their lair. 

3 JUNE—I cannot trust Arcange- 
li. He has asked to see the amulet as a 


decorated with dancing figures with curious- 
ly flexible limbs) have a strange patina, almost 
as if they have been coated in a semi-opaque 
glaze that hides, rather than enhances, the de- 
tails of the object. (This is actually limestone 
secretions from the lloigor’s lair.) 
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sign of my appointment as courier, but 
his manner is sly, and I suspect that he 
would prefer to carry the amulet himself. 
I have stalled him, but without his help I 
cannot reach Them. 

5 JUNE—In my despair I weak- 
ened and made the ritual and spoke 
with the Thing that came, and learnt 
from whence It came. The Beasts know 
Iam here with their amulet and tell me 
to bring it with me to their lair or incur 
their wrath. I am sick to the heart. 

6 JUNE—I managed to give that 
rogue Arcangeli the slip and have hid- 
den the amulet. I am certain now that 
he intends to steal it, as Icame upon him 
searching my room. I shall have to wait 
until I am no longer watched, and make 
my own way to the caverns at Adelsberg 
to deliver the amulet. I dare not go there 
without it. 

Z JUNE—Arcangeli continues to 
plague me, and I cannot recover the am- 
ulet without his notice. I have discov- 
ered that he, along with other locals who 
serve those Beasts, attempt to steal every 
occult item which passes this way, and 
make thereof offerings to please Them. I 
fear that they will find the amulet, deny- 
ing me the opportunity to fulfill my ap- 
pointed duty, and that these dreams will 
never cease! 


Before the investigators have a chance to 
steal anything (unless they are exceptional- 
ly quick), Antonio Termona arrives. Apologiz- 
ing for Marco's manners, he shows them into 
a sitting room. Termona is friendly and wel- 
coming, and offers his right hand. Investigators 
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may be momentarily perplexed to 
realize that he has no left hand. If 
asked, Termona refers to his missing 
arm as a war wound, but a success- 
ful Psychology roll detects that he 
lies. A successful Spot Hidden de- 
tects occasional movement inside 
the sleeve, as the tentacular growth 
grafted to his shoulder by thelloigor 
writhes gently. 

Termona allows the investiga- 
tors to see the Winckelmann papers, 
which are in Latin and appear to be 
rough notes on the excavations at 
Pompeii and Herculaneum. An Ar- 
cheology roll will recall that Winck- 
elmann published on the Hercula- 
neum excavations; the notes may 
have been intended for a revised 
work, but have since been overtak- 
en by additional excavations. 

The diary is among them. It is 
written in an ancient Greek dialect. 
Termona denies any knowledge of 
its contents. “Tt is an old family curio. No one 
has ever read it.” 

Termona gives the investigators the address 
of a linguist, Marcius Montanelli, who should 
be able to help them with translation. 

While willing to lend the diary, Termona 
stresses its value, and insists that the investiga- 
tor with the highest Credit Rating take respon- 
sibility for the diary until its return. 


AFTER THE MEETING 


As soon as the investigators depart, Termona 
starts making phone calls to Montanelli and 
other fellow cultists both in Trieste and in Pos- 
tumia. He has the investigators watched closely 
(see “Cesare Druni”). He hopes that they will 
succeed where his family have failed, and find 
the medallion. If this happens he will steal it, kill 
all witnesses, and offer the prize to his masters. 
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THE TRANSLATOR 


The investigators can follow Termona’s direc- 
tions to a neat apartment building on a refined 
street. A housekeeper greets them, and they are 
soon shown into the cluttered study of Marcius 
Montanelli, who has already received a telephone 
call from Termona about the impending visit. 

Montanelli does not rise to greet the inves- 
tigators, and as they enter they can see that he 
sits at his desk in a wheelchair, with a rug across 
his legs. He lives with just a housekeeper, earn- 
ing his living by translating. Normally he pro- 
vides translations of business documents be- 
tween German, Italian, Slovenian, and the local 
Triestine dialect, but he is also well-versed in 
Latin and Ancient Greek. He is looking forward 
to the scheduled opening of a university in Tri- 
este next year, as this will provide a source of 
more interesting work. 
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Montanelli is also a lloigor cultist and his 
right leg has been replaced with a tentacle. It is 
hidden beneath the rug, but a Hard Spot Hid- 
den roll notes that the blanket twitches occa- 
sionally. 


WINCKELMANN'S DIARY 


Diaries may be sensational to read on the train, 
but Winckelmann made his private by writing 
in an archaic Greek dialect. The fat, handwrit- 
ten book requires forty hours and at least one 
successful Greek or Classical Greek roll to gain 
a cursory understanding of its contents. The 
translator will also realize that the diary con- 
tains much of interest regarding the Cthulhu 
Mythos including what may be a summoning 
spell for some monstrous entity, but this will 
take a long time to learn. 

Marcius Montanelli tells the investigators 
that it will take him about a day and a half to 
translate the diary. He is in fact already familiar 
with it and suppresses much of his interest in 
it, but to avoid arousing suspicions he quotes 
a longer time than he really needs. Investiga- 
tors who merely use his services to translate 
the diary do not learn that it contains Mythos 
knowledge (or the spell), since he bowdleriz- 
es the translation. The diary contains much 
that is banal or irrelevant, (the cost of food in 
Rome, the comfort of a bed in an Austrian ho- 
tel) but the salient points are summarized in 
Trieste Handout #3. 

If the investigators enlist the help of a dif- 
ferent translator (perhaps someone at the li- 
brary), it will again take about a day and a half 
to obtain a translation. While initially interest- 
ed in the project and keen to help, the translator 
will contact the investigators and provide the 
same partial translation as Montanelli, along 
with the diary and a curt note stating that he 
will not read further for any money and thank- 
ing the investigators not to contact him again. 
They still gain Trieste Handout £3. 

If the investigators keep the diary long 
enough to study it properly (2D6 months), the 
diary adds +8% Cthulhu Mythos and costs 1D8 
Sanity points. It includes one spell, Contact 
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Lloigor, which after months of study requires a 
Hard Intelligence roll to learn. 

However it is translated, the investiga- 
tors learn of Winckelmann's connection with 
the "Things" in the caverns of Adelsberg, now 
known as Postumia 


[n Thar [ве е S 


The investigators accumulate an entourage of 
followers, watchers, and the curious. Keepers 
may use these worthies as they see fit, and add 
more as needed, always remembering to first 
give the investigators clues or fair warning that 
these groups and individuals exist. 


> Cesare Druni, for the lloigor cult; 
> Helmut Grossinger, for the investigators; 


> Turkish Businessman led by Fahim Salleh, 
for the Brothers of the Skin; 


y Blackshirts, protecting Italy from vile 
foreigners; 


> A pale stranger (Johann Winckelmann), 
who appears if his diary is translated; 


> Confidence men, hustlers, and thieves of all 
sexes; 


> Fenalik for the investigators while 
convenient. 


Cesare DnuN 


Druni is a lloigor cultist who has been detailed 
by Antoni Termona to watch the investigators. 
His suitability for this job is doubtful, as he is 
tall, thin, and has a memorable shock of red 
hair with a single black lock. Allow the inves- 
tigators a Spot Hidden roll to notice Cesare's 
continuing presence. If they confront him he 
will spin a story about wanting to practice his 
English, but then being too embarrassed to ap; 
proach them. The story should seem unlikely, 
but barely plausible. Sometime after this, they 
see Druni again at a distance, being waylaid by 
two men wearing fezzes who bundle him into a 
car which speeds off. 
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Sometime later (in Trieste or elsewhere), 
they will see the red-and-black hair and angular 
face again, this time on a short, fat body. Prob- 
ably a relative. 


HELMUT GROSSINGER 


Grossinger was once an investigator himself, 
one sufficiently successful to warrant the direct 
attention of the lloigor. As a result, Helmut has 
no tongue, hands, or sanity. He has watched 
the arrival of the Brothers of the Skin in Tri- 
este with growing alarm and would like to warn 
people, but as his experiences have driven the 
poor fellow mad, no one will listen. Through 
an insane leap of intuition, he recognizes the 
investigators as kindred spirits, and shadows 
them. If approached, he gives a comprehensive 
but totally incomprehensible warning to the in- 
vestigators. 


HELMUT'S HOVEL 


If the investigators take pity on this poor mad- 
man, and make an effort to understand him, he 
will try to get them to accompany him to the 
hovel in which he lives. This derelict building 
is in a seedy part of town, giving the keeper op- 
portunities to introduce encounters with hus- 
tlers and thieves (see ^Hustlers and Thieves"). 

If a successful Medicine roll is made, an in- 
vestigator may notice from the scar tissue on 
Grossinger's wrists that the flesh appears to 
have been melted together, almost as if he had 
been born without hands. His missing tongue 
also shows signs of having been melted away. 
(This is because he was mutilated by the pow- 
ers of the lloigor, who use amputation on those 
who fail to please them.) 

Once at his home, Grossinger will give the 
investigators some scraps of paper that appear 
to come from a diary, but are torn and partly 
burned (Trieste Handout £4). These scraps re- 
veal some of his investigations into a local cult, 
including references to subterranean lairs and 
to the cultists’ practice of making offerings of 
occult objects to their masters. 
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TRIESTE HANDOUT #4 


FRAGMENTS FROM HELMUT GnossiNGER 5 JOURNAL (IN GERMAN) 


' .. going back to Roman Tergeste, although Von 
Junzt suggests that the cult may have been a survival 
| from far older times ... 

. seem to prefer living (dwelling?) in caverns 
] beneath the surface. The plentiful karst cavern for- 
| mations in this vicinity (the name is derived from 
“Grast”; the Slovene name for this area), would pro- 
I vide ideal... 

! ... from some other place (Andromeda Nebula? 
| De Vermiis Mysteriis). They can manifest as ... 

| ... human fish"... visible through the skin... inter- 
nal organs... pulsing and glistening ... 


The investigators see other notes in the same 
handwriting, and a worn photo of Grossinger 
in happier times with a woman and a small boy. 
The backdrop of the photo looks Bavarian. 

Once they have the papers, Grossinger will 
rush the investigators out to the street, pointing 
to the north-east and making shooing motions 
with the stumps of his wrists. (He wants them 
to go to the Grotte di Postumia to destroy the 
lloigor cult, although only the insane would be- 
lieve that this was possible.) 

The keeper should decide the ultimate fate 
of Grossinger. Perhaps his mutilated body turns 
up later, or perhaps he suddenly intercedes to 
save their lives at some point and loses his own. 


THe Толкун Businessmen 


The investigators become aware that a Turkish 
gentleman in a good-quality suit is staking out 
their hotel. It does not always seem to be the 
same man. Or perhaps it is the same man, but 
with a different face.... 

Initially, the investigators may notice that a 
Turkish businessman reading a Turkish news- 
paper in the lobby of their hotel (or, if they are 
staying in a pensione, in the window of the café 
across the road) is taking an awfully long time 
to finish the paper. A Spot Hidden will allow 
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... Ghatanothoa. Still others are thought to wor- ' 
ship the wind walker, Itha... ! 
.. overheard them discussing some task which | 
their masters had given the cult many years ago, as ! 
yet unfulfilled. Unspecified punishments were ... І 
... fingers, toes, eyes, limbs ... grafted on to the ' 
body... may move of its own volition or at the will ! 
of... ! 
...ordered to keep alert, and to procure any arti- 
facts that might have magical power to offer to the | | 


Invisible... 


them to notice that the paper is the same, but 
the man appears to be different. 

At some stage when the investigators are re- 
turning to their rooms (after a meal or to rest 
after their exertions), they find a Turkish busi- 
nessman loitering suspiciously outside the door 
to their room. 

Upon seeing the investigators, the business- 
man quickly attempts to move on. If they con- 
front him he will pull a knife and attempt to 
escape. If he is killed or incapacitated, a search 
reveals that his body is criss-crossed with scars 
and sutures hidden by his clothing. 


THE BROTHERS’ HIDEOUT 


If the investigators allow one of the business- 
men to leave and then follow him, and if they 
succeed in Stealth rolls, they can shadow him 
to a run-down pensione with perhaps two doz- 
en rooms near the docks. 

Inside is a faint smell of decay. The body 
of the pensione owner is in a closet under the 
stairs; it has been partially harvested for body 
parts and is just starting to smell (Sanity loss 
1/1D4+1). Fahim Salleh and two Brothers of 
the Skin are present in the upstairs room (the 
others are out watching the lloigor cultists), If 
the investigators have witnessed the abduction 
of Cesare Druni, one of the Brothers they now 
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face has Druni's face and hair (Sanity loss 0/1). 
Once the Brothers become aware of the investi- 
gators' presence, they will try to kill them. 

If the investigators kill Salleh, he might not 
actually be dead. He has rearranged his organs, 
and what seems to be a fatal wound may not 
kill him. He will feign death and escape once he 
is unobserved. He will return later, in Postumia 
or before. 

After the battle the investigators find a copy 
of a letter (Trieste Handout £5) on a desk in 
one of the rooms. There are also many suit- 
cases containing clothing, personal effects, and 
jars containing harvested body parts. The in- 
vestigators estimate that two dozen men are 
staying here. 


THe BLACKSHIRTS 


The keeper may use gangs of hotheaded Black- 
shirts in this scenario as vigilante gangs “keep- 
ing the peace” (particularly if this involves beat- 
ing up foreigners) or simply as one more group 
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to harass and bully the investigators. They can 
be lightly armed (knives and knuckledusters), 
and will use force. They are not intellectuals; a 
debate never settles matters. Their particular 
hatred is for Socialists and Slovenes, but they 
enjoy bullying foreigners, particularly those less 
able to defend themselves physically. (A sample 
group of Blackshirts is provided at the end of 
this chapter.) Unwittingly, the Blackshirts pre- 
vent the Brothers and the lloigor cultists from 
attacking each other openly. 


THe PALE STRANGER 


On the way back to the hotel after having the di- 
ary translated, the investigator carrying the dia- 
ry becomes sure that he or she is being watched. 
A glance behind allows a glimpse at a distance 
of a small, pale-faced man dressed in black. He 
is gone the next time the investigator turns to 
look. He is the spirit of Johann Winckelmann. 


Caverns of Postumia 
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Hustvers Anp THIEVES 


Italy is a place longer civilized than some, and it 
ignores casual human deviance, given reason- 
able circumspection. As a port city, and thus 
even more tolerant, Trieste looks the other way 
about behavior which might require police or 
politicians in Boston, Mass. 

If the investigators prowl about the port 
section at night, they could run into almost 
anything. The most likely encounter is either 
prostitution or a request for money from some- 
one who does his or her best to be appealing 
and sympathetic. Leave the investigators with 
enough money to get to Constantinople and 
back to London. 


FENALIK 


Our vampire intervenes as required to protect 
the simulacrum. Does one of the Brothers creep 
into an investigator room and find the pieces? 
Perhaps the Brother is found in pieces, when 
the investigators return. 


A Memorable Bat 


Begin this sub-section on the first evening after 
the investigators have read or had translated the 
contents of Winckelmann’s diary. Ideally the 
investigators have moved to Hotel Vanoli, the 
site where Winckelmann was originally mur- 
dered, but the connection is not required—he 
will find them and haunt them wherever they 
are staying. 

When the investigators reach their hotel, 
they find that the bora, which is picking up 
as night falls, has torn down the power-lines 
and that the hotel is in semi-darkness. Carry- 
ing oil-lamps and candles, staff bustle about 
in the gloom. Each room is provided with a 
candle and matches. A candlelit dinner is be- 
ing served in the common dining room if they 
are at a hotel, or in the neighboring restaurant 
if at a pensione. 

It has been a long day, and the appetizing 
smells coming from the kitchen are too good to 
resist. However, strange things keep happening 
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to the investigators' food, cutlery, and table, al- 
though no one else much notices. 


y Between the soup and the fish, 
imperceptibly over the course of several 
minutes, the table begins to rise. Just as the 
investigators realize that they seem to be 
sinking, the table drops to the floor with 
a crash, causing other patrons and staff to 
stare at them. (Sanity loss 0/1) 


› As one investigator cuts into a piece of 
chicken, writhing maggots tumble forth, 
and inch across the plate toward him or 
her. The previous mouthful still in the 
investigator's mouth seems to thicken 
and squirms unpleasantly. Only that 
investigator can detect the maggots. Then 
the maggots disappear; the mouthful of 
chicken, if ejected, is just that...chewed and 
spat-out chicken. (Sanity loss 0/1D2 for 
that investigator) 


> One of the wine glasses fills by itself, with 
a red liquid too thick to be wine. The 
level rises until the glass overflows, and a 
pool of what appears to be blood spreads 
out across the table. Strangely, the blood 
seems to form an image: the face of a 
man, crowned with a wreath of leaves and 
berries. A successful Archeology, History 
or Occult roll will recognize the wreath as 
representing vine leaves and grapes, and 
the face as that of Dionysus (Greek) or 
Bacchus (Roman). As a waiter approaches, 
the glass rises into the air, inverts itself and 
then shatters onto the table, amidst the 
spilled...wine. The picture is obliterated. 
(Sanity loss 0/1) 


> One investigator picks up a knife, and finds 
it burning cold, freezing to the skin so that 
it cannot be dropped. The knife rises into 
the air, drawing the investigator with it, 
and makes repeated stabbing motions in 
the air. The investigator’s hand is covered 
with blood, as the knife is brandished in 
the air. The knife drops to the floor. The 
investigator’s hand is unmarked. (Sanity 
loss 0/1D2, or 1/1D3 for the investigator 
with the knife.) 
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The investigators draw everyone’s attention 
as they shriek and throw themselves about. A 
successful Spot Hidden notices among their 
watchers a pale man dressed in black, who then 
slips into the kitchen entrance. If the investiga- 
tors attempt to follow, they are met by an irate 
cook, who truthfully denies that anyone has 
passed him in the kitchen. 


THe HaAunteo Hort. 


The investigators leave their meal in disarray. 
The power is still out. They collect candles at 
the desk and mount darkened staircases to their 
rooms. 

The investigator who was given the dia- 
ry hears his or her name called out but, upon 
turning, no one is there. Then, he or she is 
pushed roughly against a wall, and the word 
“Tagebuch” (German for diary, pronounced 
tah-geh-booch) is hissed in his or her ear. There 
is no sign of an assailant. Upon retiring, the 
investigator will notice that his or her shoul- 
der is sore and bruised. The bruise appears to 
form an image: the face of Bacchus. 

The other investigators do not hear any- 
thing, but all feel a sudden drop in temperature 
as the investigator with the diary slams against 
the wall. 

Passing down the hallway that seems omi- 
nously dark, the investigators eventually arrive 
at their rooms. 


THE ROOMS 


Strange events occur in each room, except for 
the one with the diary (see below). Should any 
of the investigators summon a member of the 
hotel staff to report the strange phenomena 
when it starts to occur, the staff member will 
initially be concerned and polite, but apparent- 
ly will not hear the noises, or see anything amiss 
if they look into the rooms. They will eventu- 
ally suspect that the foreign visitor is having a 
joke, “just like at dinner”. They are not aware of 
any previous “haunting” of the hotel and will 
become affronted at such a suggestion, (which 
would be bad for business). 
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TRIESTEHANDOUT #5 


Salleh, my Brother, 

Part of that Simulacrum most blessed by our 
Master has been found! 

We have learned a Segment was taken to Trieste 
by the armies of the infidel. Trieste is home to a 
band of pathetic fools who worship a degenerate 
race who inhabit this area. Their followers are in the 
habit of bringing their masters any objects of power 
that they discover, in order to propitiate their wrath 
for some failing in times past. The history of the 


The events start quietly and get worse: 


> Candles are suddenly snuffed out 
and refuse to relight or, upon being 
extinguished, burst into flame once again. 


> The door suddenly swings open, apparently 
forced by the chill breeze that blows 
through it. Upon being closed, latched, 
and double-locked, it simply swings open 
again. 

› The fire lit by the chamber-maid suddenly 
goes out, sending a cloud of smoke and ash 
into the room. 


> The temperature in the room grows colder. 
Comforters are torn off beds, pillows 
explode into clouds of feathers, furniture 
starts to slide about. 


> Light bulbs flicker to life, despite the 
continued lack of power which can be seen 
from the darkened street and surrounding 
buildings. The light then goes off, then on. 
Off, then on. Off, then on, and a pale figure 
stands in front of the investigator, eyes and 
mouth a black smudge. The globe pops, 
spraying glass. 

› This culminates in a frenzy of classic 
poltergeist activity, as pictures fall and 
smash, hair is pulled, fires and candles 
flare into jets of weird flame, furniture flies 


Book ó 


LETTER TO SALLEH (N TURKISH) 
The fifth day of the Corpse Moon, 
in the 1593rd Year of the Flaying 


Segment falls silent at Tergeste, so it is certain that it 
has been offered to these creatures. 

You are to travel to Trieste with as many of our 
Brothers as you need. Watch for these followers and 
try to learn the location of their temple, for the Seg- 
ment is surely held in one of them. 

Should any seek to subvert our glorious purpose, 
be sure to find out what they know before you take 
that most proper and righteous sacrifice from their 
profane bodies. 

Praise to The Skinless One! 

S.M. 
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through the air, and the shutters fly open 
and windows burst inward, allowing the 
fury of the bora into the room. 


The investigators are literally thrown from their 
rooms in random states of dress, to land in the 
darkened hallway. Their doors slam shut and 
do not open. Apart from the continued smash- 
ing noises from beyond those doors, the hotel 
is in silence, as though no one else noticed any- 
thing unusual. 

These prolonged paraphysical displays cost 
each investigator 1/1D6 Sanity points. 


THE ROOM WITH THE DIARY 


The room with the diary is left alone, and that 
investigator may wonder what the fuss is all 
about. He or she can go to sleep. 

The cold wakes them. 

The room is lit by an eerie light. The fire- 
place burns with a blue flame that seems to ra- 
diate cold, rather than heat. Tiny icicles seem 
to hang from the light fitting. The investigator's 
breath fogs in the cold. 

With a faint crackling sound, a tracery of 
frost appears and spreads on the shuttered win- 
dow. Strangely, instead of the usual fern leaves 
and curlicues, the frost seems to draw a- pic- 
ture at the top of the window. Traced in white 
against the dark background of the shutters is a 
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representation of a classical scene: the god Bac- 
chus at a feast, surrounded by maenads and 
satyrs. 

The intense cold seems to radiate from the 
diary. If the investigator approaches it, frost 
starts to form on their eyebrows and eyelashes. 
As soon as the diary is moved or opened, there 
is a whooshing sound as the flame in the fire- 
place returns to its normal color, flaring up and 
out into the room and singeing anyone stand- 
ing too close. Icicles fall from the light fitting 
with a tinkling sound. In the space of a few sec- 
onds, the frost image on the window melts, and 
condensation runs down the glass. 

The investigator shivers uncontrollably and 
a successful First Aid allows treatment for in- 
cipient hypothermia. 

Once the diary is opened, all hauntings in 
all rooms abruptly cease for the night. 


A SÉANCE 


Spiritually-minded investigators might suggest 
a séance. A successful Occult roll moves a glass 
across the Ouija board to spell out the letters 
M-A-R-C-O-P-O-L-O. The glass then shatters. 
Those touching it must roll Luck or else lose 
one hit point. 

Marco Polo was a Venetian, and has no con- 
nection with Trieste. However, enquiring with 
locals may cause them to suggest Via Marco 
Polo, a street near the Castello. 


THE NEXT NIGHT 


The investigators are haunted, and will be each 
night until they leave Trieste or find the Villa of 
Bacchus (see below). 

If the Villa is not found, similar events oc- 
cur on the next and subsequent evenings, but 
the menace increases. 


> The pale man is glimpsed in the mirror 
standing behind a male investigator as he 
shaves. 

> The window rattles, and if the curtain is 
opened, the pale man can be seen pressed 
against the glass, before he suddenly blows 
away in the bora, like crumpled paper. 
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The face of Bacchus appears again and again, 
now always above doorways. 


› The plaster cracks above a door, and 
the face of Bacchus appears. The door 
is warped in its frame, and must be 
shouldered open (Strength rolls). 


> The paint bleeds above another doorway, 
and the face of Bacchus appears. 


y The wallpaper bulges above another door. 
It forms a screaming face, which then 
deflates and settles into the features of 
Bacchus. 


These continuing events cost each investigator 
1/1D6 Sanity points. 

The investigators may try to get rid of the 
diary. This can be done readily enough, but 
thrown into the garbage or into the sea, the di- 
ary keeps turning up; on the bedside table, in 
the pocket of a dressing gown, cold and hard at 
one’s feet in bed. Burning the diary extinguish- 
es any flame. Such perceptions cost 0/1 Sanity 
loss per each occurrence. 


lor | ahus 


The images of Bacchus in the spilled wine, 
the bruise, and on the frosted window should 
prompt the investigators to do some digging 
into Bacchus and his cult once they arise the 
next morning. Successful Library Use rolls and 
a few hours will reveal the following. 

Helmut Grossinger tries to make contact 
here if he has not already done so. As the in- 
vestigators move among the stacks, a man sud- 
denly steps out from behind the next shelf. He 
reaches out a hand to implore them, but the 
hand ends in a stump. With gestures and mute 
cries, Grossinger tries to lure them back to his 
hovel (see “Helmut’s Hovel"). 


BACCHUS 


Bacchus is the name the Romans adopted for 
Dionysus, the Greek god of wine and wine- 
making (as well as the god of madness). Wor- 
ship of Dionysus dates back to at least 1300 B.C. 
and may have commenced in Minoan Crete (in 
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The investagators should disappear from here as quickly as possible. The whole city is at their heels 


some myths he married Ariadne, who helped 
Theseus slay the minotaur). 

Early representations show Dionysus as a 
mature man, robed and bearded, but later he 
was depicted as a half-naked, androgynous 
youth. In both representations he is crowned 
with vine leaves, and sometimes also with 
grapes. 

Dionysus is often portrayed accompanied 
by followers: wild females called maenads, 
and satyrs. The maenads were known to make 
blood-sacrifices to feed the dead, and Dionysus 
was thought to act as a divine conveyor of mes- 
sages between the living and the dead. 

Dionysus appears frequently in art and 
the library contains several images, including 
sketches and photographs of paintings by Cara- 
vaggio, Titian and Tintoretto, and of older mo- 
saics from Tunisia. 


BACCHUS IN TRIESTE 


The investigators may seek a connection be- 
tween Bacchus and Trieste, in art or archaeology. 

Library Use uncovers various works on 
Roman and Romanized art in Trieste, includ- 
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ing a diary/sketchbook, apparently made by 
one Nicholas Burnett. The sketchbook appears 
to have been made during Burnett's “Grand 
Тош”, and ends with empty pages. Its presence 
in Trieste suggests it may have been lost here, 
or perhaps the artist died here. The sketches 
are dated between 1759 and 1761 and depict a 
range of landscapes and architectural features 
across Italy, including the Forum and Colise- 
um in Rome, the excavations at Pompeii, and 
the Amalfi coast. The last few pages show scenes 
from Trieste, including a view of the Castello 
di San Giusto from the harbor and the Basili- 
ca Forense. What stands out to the investigators 
is a sketch of a doorway, with a stoop, handle, 
and carved lintel. The carved lintel shows a rep- 
resentation of a scene of the god Bacchus at a 
feast, surrounded by maenads and satyrs. It is 
the exact image seen in the frost on the win- 
dow: Sanity loss is 0/1. The sketch of the door- 
way is annotated "carved doorway, Via Marco 
Polo, 6 June 1761.” No further information re- 
garding Nicholas Burnett is available. 
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Enquiries will confirm that Via Marco Polo 
is a street in Trieste, a short distance from the 
Castello. 


WALKING THE STREETS 


If Library Use or inspiration fails, the keeper 
may allow a Hard Luck roll to allow a break- 
through each day. Someone they talk to about 
Bacchus recalls seeing a depiction above a door- 
way, where was it? Via Marco Polo, maybe? 

Perhaps the investigators happen to walk 
down the very street while shadowing one of 
their mystery followers towards the Arsenal. 

In extremis, the pale man himself leads 
them there one night, appearing after dark in 
the street across from the hotel. When the site 
is reached, he is gone, but he can be seen stand- 
ing at the next corner, and so on across Trieste. 


THe Мид Or BAccHus 


Via Marco Polo is a fairly narrow, curving 
street, lined on both sides with buildings that 
have seen better days, although most are still 
occupied. It will take the investigators a little 
time before they find a deserted villa with a 
lintel showing a carving of Bacchus and his 
followers, as the wooden lintel is worn and 
cracked, and at first glance bears little resem- 
blance to the elaborately carved panel shown 
in Burnett's sketch. 
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The door is chained and padlocked (Lock- 
smith to pick, or a Hard Strength roll to break 
down). While the bora keeps the number of ca- 
sual passers-by to a minimum, there is still too 
much traffic during the day to make a surrepti- 
tious break-in possible. At the keeper's discre- 
tion, Blackshirts might patrol here when the 
investigators are snooping. 

The investigators may return after dark or, 
by making enquiries at surrounding buildings, 
can learn that a key to the building is held by 
one of the neighbors, Signora Mordelli. The 
owner leaves the key with her to allow prospec- 
tive tenants to inspect the place, although no- 
one who has inspected has expressed any inter- 
est in the place for years. Signora Mordelli is an 
elderly widow, who is out harassing her daugh- 
ter-in-law most afternoons. 


INSIDE THE VILLA 


Once through the door and out of the wind, it 
is still unnaturally cold. If no one has thought 
to bring a flashlight or lantern, the investiga- 
tors are able only to perceive their surround- 
ings dimly. A few rats scamper into holes as 
the investigators move cautiously over the sag- 
ging floorboards into the building. 

The villa appears once to have been an inn 
or hotel of some sort; to one side, a reception 
desk rots amidst the cobwebs, on the other an 
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open doorway leads to what may have been a 
taverna. 


UPSTAIRS 


Beyond the desk, a corridor leads toward the 
back of the building, with a stairway leading 
to rooms above. A Spot Hidden notes that 
the stairway is full of deathwatch beetles. If an 
ascent is attempted, the third and each subse- 
quent tread will collapse; have the investigator 
roll Dexterity to avoid one hit point damage 
from splinters. There is nothing of interest in 
the upstairs rooms. 


THE CELLAR 


Further down the corridor is another stair lead- 
ing down to the cellar; while creaky, this appears 
to be in reasonable condition and the investiga- 
tors can reach the bottom without incident. 

One wall of the cellar is made of large, 
dressed stones set curiously into steps, so that 
the wall slopes away toward the ceiling. The 
steps appear to have been used as shelves, and 
a broken wine rack and some empty, rotting 
sacks lie on some of the steps. A successful Ar- 
chaeology roll suggests that the wall is part of 
an old amphitheater, and that the curve of the 
street outside follows the bounds of some an- 
cient stadium. 


WINCKELMANN APPEARS 


Investigators who succeed in a Spot Hidden 
roll notice a faint light coming from the corri- 
dor at the top of the stairs. After a few seconds, 
the source of light moves onto the landing at 
the top of the stairs, and all the investigators 
can see that it comes from a small man dressed 
in black, antique clothing. He carries a leather 
satchel. The light comes from his entire body, 
through which the wall at the top of the stairs is 
faintly visible. The face of the man is familiar to 
them all from the painting they found in their 
researches—it is the ghost of Johann Winckel- 
mann (Sanity loss 0/1D4). 

Winckelmann descends the stairs, moving 
slowly, as if underwater. The movement is stilt- 
ed, and investigators are immediately remind- 
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ed of the paranormal footage shown by Profes- 
sor Smith. The creaky old stairs do not make 
a sound, nor does the ghost. He does not ap- 
pear to see the investigators, or react to their 
presence. Reaching the bottom of the stairs, he 
pauses, looking upward as if listening. Up close, 
the investigators can see that the ghost has a ca- 
daverous pallor and there are signs of immi- 
nent decay starting on his pale flesh. As he turns 
his head and looks up the stairs, a maggot drops 
from a gash visible in the ghost's neck, slowly 
oozing some dark fluid. The maggot appears to 
evaporate as it hits the ground. 

If the investigators move to stop the ghost 
at any point, he passes through them as if they 
were not there. The investigators feel an un- 
earthly chill as he does so, and a smell of grave- 
dirt and decay will linger in their noses. 

The ghost turns and moves to the base of 
the stepped wall, where he draws a short pry- 
bar from his satchel and uses it to pry up a flag- 
stone. He then scoops out some of the soil re- 
vealed beneath. Reaching again into his satchel, 
he brings out an object wrapped in soft cham- 
ois. He unwraps the object briefly, holding it 
up and allowing the investigators to see that it 
is a gold medallion, although the features on 
the medallion cannot be made out in the dim 
light. A look of disquiet crosses Winckelmann's 
face, and he appears to be steeling himself 
against some hideous consequence. He shud- 
ders briefly, before re-wrapping the medallion 
and placing it in the depression he has made. 
The flagstone is replaced, and the excavated 
soil is scooped into the satchel. Brushing his 
hands against each other, Winckelmann tamps 
the flagstone down with his foot. With a haunt- 
ed expression, he turns away and commences 
climbing the stairs. Halfway up, he fades into 
nothingness. 

If the investigators examine the area where 
the ghost was digging, there is no sign of a flag- 
stone; however, after scooping aside a century's 
dust and rat droppings adjacent to the stepped 
wall, the investigators uncover a stone floor, 
with a flagstone in just the right spot. With 
some effort, the flagstone can be lifted. Beneath 
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is a mass of rotten leather. It falls apart to dis- 
close a gold medallion. 


THE MEDALLION OF ITHAQUA 


The gold medallion is incised on one side with 
strange hieroglyphs in a language never spoken 
by human throats, and on the other side with a 
relief carving of some entity which, while paro- 
dying the human shape, seems to writhe and 
shift continually. 

The investigator who first picks up the me- 
dallion feels something akin to an electric shock, 
and a blast of frigid air sweeps past them out of 
the medallion. The investigator hears, far off, a 
terrible howling. The unearthly chill of the me- 
dallion courses up his or her arm and reaches 
the heart. Sanity loss to feel this is 1/1D3. 

The investigator who first touches the me- 
dallion is bonded to Ithaqua, the Wind Walk- 
er (Extreme Power roll to resist). He or she be- 
comes immune to cold, indeed revels in it, but 
also must bear the horror of the cry of the Wind 
Walker when abroad and the wind is from the 
north—every day the investigators remain in 
Trieste or its surrounds (and at the keeper's 
discretion thereafter). If the wind is from the 
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north, at sundown, the investigator must make 
a Sanity roll as he or she hears the hunting 
call of Ithaqua born on the wind (Sanity loss 
1/1D6). 

Once a total of 6 Sanity points have been 
lost, failed rolls thereafter cost 1 point. If the in- 
vestigator goes permanently insane, he or she 
travels north as quickly as possible to worship 
Ithaqua in its frozen domain. 

The bond to Ithaqua will continue even if 
the medallion is given away or destroyed, but 
will be broken by the Ritual of Cleansing in the 
Sedefkar Scrolls. If the investigators still have 
the medallion at that point, it transmutes from 
gold to lead, and no longer has any effect. 

If the investigator who first touches the me- 
dallion resists the bond, any investigator who 
handles the medallion after this must also roll 
Extreme Power to resist. Once an investigator is 
bound to Ithaqua, the medallion may be han- 
dled safely by others, but the person bound be- 
comes very attached to the medallion, and re- 
fuses to let it pass out of sight or reach. It is the 
most natural thing in the world to string the 
heavy medallion around his or her neck, so that 
it is always present. Keepers may allow a Psy- 
chology roll to detect the unnatural attach- 
ment, but since it appears to confer a magical 
protection against the bora, it is also reasonable 
that the investigator would want to keep it. If 
investigators try to investigate the medallion it- 
self, a successful Cthulhu Mythos roll will re- 
veal that the hieroglyphs and image are associ- 
ated with a Great Old One, variously called the 
Wind Walker, the Wendigo, or Ithaqua. 


ReTuRN To TERMONA 


It is possible that, after Winckelmannss visit, 
the investigators may wish to visit Termona 
to gain more information or to return the di- 
ary. Antonio Termona will probably try to kill 
them, as they now know too much, and have 
the medallion. 

If Grossinger is still alive, he appears from 
a neighboring alley, where he has been keeping 
watch. Although he can give no clear warning 
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with his inarticulate, tongueless cries, his in- 
creasing agitation each time they approach the 
house is obvious. If he succeeds in turning the 
investigators away and they have not already 
accompanied him to his home (see *Helmut's 
Hovel”) he will now make an attempt to lead 
them there and pass over the remains of his 
journal (Trieste Handout #4). 

Should the investigators ignore Gross- 
inger they will be admitted by Marco, who 
shows them directly into the sitting room. He 
announces he will fetch his master and exits, 
closing the door behind him. A Listen roll de- 
tects the sound of the door being locked. The 
investigators may try to escape at this point. 
The window cannot be opened far enough to 
squeeze out, but may be broken using a poker 
from the fireplace. If the investigators break the 
door (Strength rolls), they are met by Marco 
alone (Termona has left him on guard, while he 
goes to get other cultists) who will try to pre- 
vent them from leaving until help arrives. 

After some time, Termona enters. He is ini- 
tially pleasant, apologizing again for Marco's 
behavior (if the locked door has been noticed). 
He asks if they have learned anything from the 
diary. If they conceal what they have learned 
and experienced, Termona will express his sor- 
row that they have not discovered the secrets 
of the diary. If they show him the medallion, 
he cannot control his glee. The door opens and 
Marco, Montanelli, and sufficient additional 
lloigor cultists to equal the number of investi- 
gators (see “Sample Lloigor Cultists" at the end 
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of the chapter) enter and attempt to capture the 
investigators. 

If the lloigor cultists win, they will take the 
investigators to Postumia so that their lloigor 
masters can interrogate them. They are followed 
and attacked in the caverns by Brothers of the 
Skin, giving the investigators a chance to escape 
and discover the lloigor lair for themselves. 


SHADOWING TERMONA 


The investigators may well have well-founded 
suspicions about Termona by now. If they stake 
out the house, they will see various Trieste lo- 
cals coming and going, as the cult network re- 
ports in. If the investigators are able to ambush 
and interrogate Termona or Montanelli, either 
will initially deny everything. As the situation 
becomes life threatening, they reveal that they 
serve their masters at Postumia. Between the lo- 
cal cultists there and the lloigor, they figure that 
the problem will take care of itself. 

A search of Termona's house reveals more 
ancient objects coated with limestone, and 
books about the history of Trieste dating 
back to Roman times. There are copies of car- 
go manifests from all shipping into Trieste, as 
well as auction catalogues and details of the ac- 
quisitions register from the museum. The cult 
watches everything which comes into the city. 

If the investigators kill Termona, the cult 
continues in Trieste and Postumia. Replace 
any direct references to Termona with another 
lloigor cultist. 


The (avons al estima 


The Investigators eventually accumulate enough 
information to prompt a visit to the caverns at 
Postumia, fifty miles northeast of Trieste, near 
the Yugoslav border and the town of Longatico. 
A local train makes the trip in just under three 
hours. The station is about a half-mile from Pos- 
tumia proper; the entrance to the Grotte di Pos- 
tumia lies about a mile further on. 

Once it becomes apparent that the investiga- 
tors are leaving Trieste, the lloigor cultists mobi- 


105 


ITALY & BEYOND 


lize. They contact their fellow cultists at the cav- 
erns and tell them to set a trap. 

If Termona is still alive, he boards the train in 
a different carriage along with other lloigor cult- 
ists. The investigators may find him if they spec- 
ify they are searching the train, and oppose his 
Stealth skill with Spot Hidden rolls. If the keep- 
er prefers, Termona may have travelled in ad- 
vance and arrived a day earlier, provided he has 
not been seen in Trieste that morning. 

Fahim Salleh and the Brothers of the Skin 
are also on the move. They have been watching 
both investigators and lloigor cultists and follow 
in four cars. They are starting to hope that this 
episode actually may lead them to a piece of the 
missing statue. 

Fenalik is unable to travel abroad on such 
short notice during daylight hours. He remains 
in Trieste. 


Iro THe Юертнѕ 


The caverns of Postumia are only open to guided 
groups, who spend about half of the two-hour 
trip traveling in small trolley cars drawn by a 
gasoline-powered engine. The sole daily tour at 
this time of year commences at noon. Few visi- 
tors brave the foul weather. 

Naturally enough, the local guides are mem- 
bers of the lloigor cult. If the investigators take 
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MaWaWaWaWaMaMaAWaWaWaWaMAMAWAWMA: 
New Spell 
CONTACT LLOIGOR 


Cost: 3 Magic points, 3 Sanity points 
Casting Time: 5 rounds, followed by sleep 


This spell allows the caster to interview one or more 
lloigor for so long as the lloigor choose to maintain 
the contact. After casting the spell the caster then 
meets with the lloigor in his or her dreams, where 
they assume visible form and demand a sacrifice to 
them of 1D6 magic points. 


This spell must be cast immediately before going 
to sleep, and takes effect only within 20 leagues (60 
miles) of a lloigor. Upon awakening, the caster re- 
members all details of the dream. 


МАМШАМАШАМШАМАШАШАМАМШАШАМАШАШДША 


the tour, they and the lloigor cultists may be the 
only participants, unless the keeper wants to add 
a hardy German tourist or some “Strangers on 
the Train" as cannon fodder. There should be at 
least one lloigor cultist for each investigator, in 
addition to the guide, Carlo. Another 20 cultists 
(locals from Longatico, who have been alerted by 
telephone from Trieste) are already in the caves, 
waiting to ambush the investigators. 

Each cultist has a flashlight and they are 
armed with knives and cudgels. Some may also 
have guns, but will be reluctant to use these due 
to the risk of causing a cave-in. Some cultists 
have tentacular limbs that can make a whip-like 
attack with a range of three yards. 

Members of the Brothers of the Skin enter 
the caverns after the tour group has moved in- 
side. The Brothers do not need lights—dead 
men’s eyes see just fine in the dark. The Brothers 
are armed with a variety of knives, meat-hooks 
and surgical implements. 

Somewhere within is the lair of the lloigor. 
Rather than giving a fixed location and doom- 
ing the investigators to a labyrinthine search, 
suggested locations are marked on the map. The 
keeper should feel free to choose one near to the 
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investigators when the time is right (see “Lair of 
the Lloigor”). 


BREAKINGIN 


The investigators may prefer not to enter as 
tourists. 

Barred gates seal the caverns outside of 
opening hours. The gates are too strong to break 
down, but the padlocks securing them may be 
picked with Locksmith. 
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If the investigators sneak in, the keeper 
should decide if the lloigor cultists are present, 
and if the Brothers are on their trail. Reward 
clever ruses and exceptional Stealth. If there is 
no cult versus cult battle inside the caverns, feel 
free to spring one when the investigators emerge: 


THE TOUR 


The following description assumes the investi- 
gators are on the tour. If they have broken in, 
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the keeper can extrapolate these details. Refer to 
the map of the caverns for the route. 

A walkway shares the entrance to the cavern 
with a river, which flows into the entrance on 
the left. The river disappears into the darkness, 
but the walkway leads to a narrow-gauge railway 
on which run small trolleys for intrepid tourists. 
The caves are fitted. with electric lighting, and 
while this illuminates the tourist sections of the 
cave, it makes the unlit passages leading of the 
tourist path even more forbidding. 

The tour guide is Carlo, a youngish man with 
a gold tooth. The trolleys in which tourists ride 
are open cars, not unlike those which miners use 
to transport earth, though with seats, doors, and 
much more comfort. The railway is over a mile 
long, but does not extend the full length of the 
tour; visitors must walk for at least an equal dis- 
tance. Guidebooks suggest wearing warm jackets 
and stout boots. 

The limestone caverns are glorious, though 
imperfectly lit. The stalagmite and stalactite for- 
mations are considered by many to be the fin- 
est in Europe. Sharp beauty can turn to horror, 
though, and keepers should emphasize the for- 
mations which look like exposed brain-tissue, 
fang-like teeth, a half-buried skull, a gigantic fe- 
mur, and so on. Carlo fully expects the investiga- 
tors to be dead very soon, and takes ghoulish de- 
light in pointing out formations whose names he 
translates as The Sepulcher, Dead Man's Bones, 
The Brain, and The Beheaded Dwarf. 

Once the trolleys halt, a broad, lighted foot- 
path makes accessible additional parts of the 
cavern complex, but dozens of openings can be 
seen which lack paths or lights; the investigators 
see only part of the caverns. 

Some parts of the caverns are flooded, and 
pools of inky black water reflect limestone for- 
mations to bizarre effect. Underground streams 
flow in some passages, with depths ranging from 
knee-deep to roof-high. The water is drinkable, 
but ice-cold. 


*HUMAN FISH? 


Once they have reached an area with standing wa- 
ter, Carlo will ask them to wait. After kneeling at 
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the edge of a pool for a few minutes, with a dash 
of his hand he withdraws a wriggling, snakelike 
creature a little over one foot long. It is a reddish- 
pink color and its internal organs can be seen 
beneath the skin. It has vestigial legs and a blind 
head. Carlo will explain that it is a “pesce umano 
"human fish”, or olm, a rare species of amphib- 
jan that live in the lightless depths of the cave. 
Carlo tries to tease any female investigators with 
the weird creature before tossing it back into the 
pool; he is disappointed if she fails to react, but 
then again he has no idea who he is dealing with. 


LIGHTS OUT 


Carlo asks the tour group to stand together, ex- 
plaining that he will turn off the lights to show 
just how black the caverns are. He moves to a 
switch box at the side of the chamber, carrying 
an electric torch. First the overhead lights go out, 
and then the torch. Suddenly, there is no light. 
At all. The moment stretches. Strange flickerings 
begin to appear in the darkness, generated by the 
photon-starved retinas of the investigator's eyes. 
Carlo's torch flicks on, dazzling the investigators, 
then a dozen or more torches are turned on in 
the surrounding darkness as the lloigor cultists 
converge. One of them is Antonio Termona. 

Seasoned investigators may already have 
guns in their hands by now. 

“The medallion, if you please,’ demands Ter- 
mona. He steps forward, right hand out, and as 
he does so, his “empty” left sleeve stirs and the 
tentacular growth replacing his left arm drops 
into view (Sanity loss 1/1D4). 

A battle may start, although the odds are 
hopeless. 

Just as the investigators are cornered, there 
is a scream from the surrounding circle of cult- 
ists, and one of the torches smashes to the 
ground and goes out, followed by another. As 
the cultists turn in panic, Turkish business men 
wielding hooks and knives can be seen in the 
lights of the wildly swinging torches. They car- 
ry no torches themselves, but their eyes give off 
the faint phosphorescence of decay. The Broth- 
ers of the Skin have arrived! 
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"THE Curtist BATTLE 


With their enemies at each others’ throats, the 
investigators probably slip away. If they remain, 
the survivors will turn on them. 

Statistics are provided at the end of the 
chapter for a sampling of Brothers and lloigor 
cultists. As the investigators run through galler- 
ies of stalactites and distorted limestone forma- 
tions, lit by the fitful light of swinging torches, 
the battle may be abstracted by describing the 
following vignettes: 


› A Brother of the Skin slashes futilely at 
a lloigor cultist who holds him off the 
ground with a tentacle that appears to 
come from his chest 


> Acultist succeeds in bringing down a 
Brother of the Skin with a well-placed 
bullet, only to be impaled by a falling 
stalactite, loosened by the sound of the 
gunshot. 


y A Brother of the Skin chants softly as he 
flays a patch of skin from the arm of a 
cultist, before slapping it onto his own 
injured arm like a bandage. 


› Asthey splash down a partially flooded 
corridor, Carlo steps out before them with 
a revolver leveled at the lead investigator. 
Just as he pulls back the hammer, a gigantic 
olm, mutated by years of contact with the 
magical energies of the lloigor and at least 
20 feet long, rears out of the water behind 
him. Carlo doesn't even get a chance to 
scream. In three convulsive movements, 
all that is visible of Carlo are his feebly 
kicking feet. Another convulsion, and they 
too are gone. The olm slips back beneath 
the surface of the black water (Sanity loss 
0/1D4). 


y Two lloigor cultists advance on a Brother 
who is chanting as he hacks at the body 
of a fallen comrade. His chant finished, 
two lumps of flesh transform into Flesh 
Creepers which he hurls at the lloigor 
cultists. The Creepers latch on to their faces 
and suffocate them (Sanity loss 0/1D4). 


Book $ 


y A Brother of the Skin advances on the 
investigators, eyes glowing softly. The 
investigators may recognize him as Fahim 
Salleh, who they have previously defeated 
or killed but is now apparently unharmed 
(Sanity loss 0/1D3). Suddenly the tip 
of a tentacle erupts through his chest 
as Antoni Termona impales him from 
behind. Termona’s smile of triumph turns 
to horror as the apparently lethal injury 
barely slows Salleh, who turns and starts 
slashing. Apparently the Brothers don't all 
keep their hearts in their chests... (Sanity 
loss 1/1D3). 


Track the investigators' location on the caverns 
map (see page 107), and choose some point for 
the entrance to the lloigor cavern. 


Lar Or THE LLoicor 


Just as the investigators begin to think they have 
avoided pursuit, they hear the approach of a 
large group of people. 

The only cover is behind a formation which 
looks unpleasantly like a set of needle-sharp 
teeth. Climbing the slippery formation is not 
easy, but can be done (Dexterity roll). Call for 
Luck rolls. The investigator with the worst re- 
sult gashes his or her right knee on a razor- 
sharp stalagmite. 

Behind the “teeth” the investigators discov- 
er a hidden narrow passage leading down to a 
huge grotto. 

The shores of the lake are covered with sta- 
lagmite formations, and huge creamy-orange 
stalactites drip from the ceiling of the great 
chamber. The lake waters are black and still. As 
they enter a huge voice calls out, echoing not in 
the vast reaches of the cavern, but in the convo- 
lutions of their own brains. 

If the investigators have the medallion, the 
voice says: 


SO... YOU HAVE BROUGHT IT AT 
LAST! 


If they do not have the medallion: 
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WHAT DO YOU BRING US IN 
OFFERING? 


A telepathic transmission from the invisible 
lloigor causes the loss of 1/1D4 Sanity points. 
The unusual nature of the lloigor mind utterly 
depresses any human who comes in contact 
with it, to the point of suicide. 

Each investigator who fails the Sanity roll 
must oppose his or her Intelligence with their 
own Power, as each tries to rationalize the de- 
spair flooding through them. 

If Intelligence prevails, the investigator re- 
alizes the despair is part of the lloigor, the 'out- 
side mind;’ they are still depressed, but recover 
quickly. 

If Power prevails, the investigator has a loss 
of faith. He or she wants to return home and 
forget the quest, or to sit down and wait to die; 
nothing matters, all is lost. These powerful neg- 
ative feelings last for 1D6 x 5 minutes. Psychol- 
ogy allows unafflicted investigators to re-moti- 
vate their companions in half that time. 

A result of 00 indicates despair of suicidal 
proportions—companions will have to prevent 
the investigator from throwing himself or herself 
into the freezing waters of the underground lake. 


THE LLOIGOR 


The lloigor are in the lake, invisible. They want 
the medallion. That is the only reason they have 
allowed the investigators to find them. 

They do not actively respond to any at- 
tempts to bargain the medallion for the Right 
Leg of the simulacrum. They simply do not care 
if the investigators take the leg, but they do care 
if the investigators leave without giving them 
an offering. 


OCCUIT TREASURE 


If the investigators have not surrendered the 
medallion, the lloigor continue to demand it, 
but make no attempt to hinder the investiga- 
tors’ search. 

Casual inspection of the area reveals an in- 
credible store of random physical items heaped 
about the shores of the lake, apparently in some 
order or pattern that appeals to the lloigor mind. 
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Many of the items are lightly coated by the 
dripping limestone. The shapes of scrolls and 
tomes are covered with sheets of increasing- 
ly opaque stone and quite unreadable. Strange 
icons and idols depicting oddly-deformed gods 
are jumbled together. At one place stands a sin- 
gle column of metal discs, some golden, some 
tarnished or rusted—amulets and medallions 
accumulated over 155 years by the lloigor cult- 
ists, all useless. 

The Right Leg is in this wasteland of occult 
junk. Finding it takes half an hour with Spot 
Hidden, shorter if the investigators achieve 
Hard success or better. Echoes of approaching 
cultists might put some urgency into the search. 

The Right Leg is partially encased in a thin 
film of limestone. Some iron oxide has mixed 
with the limestone, so that a bloody stain has 
formed at the top of the leg, making it appear 
to be recently severed. Blows with a heavy ob- 
ject shatter the limestone sheath sufficiently to 
allow the leg to be pulled free. 


SURRENDERING THE MEDALLION 


If the investigators decide to pass the medal- 
lion to the lloigor, the investigator with the 
medallion must make a Hard Power roll to do 
so. Other investigators can overpower him or 
her (opposed Strength rolls), or may seek to 
Persuade them. 

The medallion can be given to the lloigor 
by throwing it into the lake. If the investiga- 
tors leave the medallion on the ground, or on 
the column of discs, it rises up into the air and 
moves out over the lake. 

Their medallion obtained, the lloigor are 
uninterested in the fate of the investigators or 
of the leg. See “Escape.” 


RAGE OF THE LLOIGOR 


If the investigators try to leave without handing 
over the medallion (whether or not they have 
it), a voice bellows in their minds: 
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GIVE US THE MEDALLION! 


A wave forms in the center of thelake and spreads 
outward, as one lloigor forms a massive olm-like 
body and the displaced water swirls ashore. 

The now-material lloigor surfaces and 
comes after the investigators, its serpentine 
bulk filling the tunnel behind them. Sanity loss 
to see the lloigor is 0/1D8. 

If the investigators comply, hurling the me- 
dallion at the advancing monstrosity behind 
them, the lloigor disappears, and the medallion 
spins into the darkness. 

Otherwise, the earth starts to vibrate. One 
by one the stalactites forming the upper "teeth" 
in the mouth of the tunnel break off and tumble 
down, partly sealing the way shut. Each investi- 
gator must receive a successful Dexterity roll 
to squeeze through the lower teeth. Those who 
fail must choose between jumping back and be- 
ing caught by the lloigor, or pressing ahead and 
being hit by a falling stalactite for 108 damage 
(Dodge to avoid). 

The lloigor do not pursue beyond their cav- 
ern, but their alien displeasure echoes and ed- 
dies after the investigators as they flee. 


ESCAPE 


Once the investigators are out of the tunnel, they 
must find their way out of the caverns, pursued 
by both remaining lloigor cultists (who want 
vengeance if the medallion has been handed 
over), and by remaining Brothers of the Skin 
(who want the Right Leg). The two groups also 
fight each other and may in turn be preyed upon 
by the giant mutant olm which has been stirred 
up by all of the activity in the caves. 


THE RAce For THe TRAIN 


Outside the cavern the battle between the two 
cults continues, with the investigators caught in 
the cross-fire. 

The bora has whipped up in fury. For each 
five minutes spent in the open, investigators and 
cultists alike take 1D3 hit points damage. Shel- 
ter may be found in the lee of hills and build- 
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ings, or inside buildings and vehicles. Any in- 
vestigator now bound to Ithaqua is immune to 
this damage and the force of the wind; howev- 
er, as the sun sets, carried on the wind from far, 
far away he can hear the hunting cry of Ithaqua, 
which is more chilling than the bora could ever 
be: lose 1/1D6 Sanity points. 

Postumia is a stop on the Orient Express 
route. If the investigators are exceptionally well 
organized, and have thought of a way of keep- 
ing the parts of the Simulacrum safe, they may 
have brought these and their passports with 
them—they can rejoin the train here. 

Otherwise, Trieste is three hours distant by 
train, four hours away by car. There should be 
sufficient automobiles abandoned by Brothers 
of the Skin, who may not have survived to need 
them again. 


THE VORTEX 


If the investigators still have the medallion, the 
lloigor attempt one last time to stop them with 
an implosion vortex. 

The vortex takes three rounds to form, and 
is detectable as a whirling distortion in the air 
and a subsonic throbbing. The vortex is cen- 
tered on the person carrying the medallion, but 
the center of the vortex does not move once 
it starts to form. For best effect, the vortex is 
launched just as the investigators get into a 
form of transport (a train carriage, taxi or oth- 
er auto), but before it is ready to depart. 

Everything in a five yard radius of the epi- 
center is briefly mashed together into a vol- 
ume of space about the size of a tennis ball be- 
fore being redistributed over the area of effect 
in tiny little pieces. Anyone caught in this loses 
1D100 hit points. 

If the investigators flee in all directions 
when the vortex starts to form they can escape 
serious injury. If they wait until the whirling 
and throbbing is at its peak, they need Dexteri- 
ty or Jump rolls to leap clear. If any enemy cult- 
ists or innocent train passengers or a taxi driv- 
er is caught in the vortex, Sanity loss to witness 
their messy expirations is 1/1D6. 
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Attack by the Lloigor 


112 


N 


` 


! 


ITALY & BEYOND 


T 


Due to the heavy magic-point cost, only one 
vortex is sent. Eventually, the investigators get 
away. 


Номс N TRESTE 


The next east-bound Orient Express departs 
Trieste at 8:14 P.M. The investigators may need 
to spend some time waiting. Maybe not all of 
the lloigor cultists went to Postumia, maybe 
some Brothers of the Skin survived, so the in- 
vestigators should feel nervous, distrustful of 
anyone, and jumpy at shadows. 

It is possible that their hotel is being 
watched. Some strategy needs to be devised to 
recover luggage left there. The partially-collect- 
ed simulacrum is bulky and not easily hidden; 
this may draw unwelcome attention to them as 
a second taxi arrives to carry their numerous 
bags. Is there a cultist among the hotel staff? 

Whatever strategy is arrived at by the inves- 
tigators, when they enter wherever they have 
stored their luggage, they will find the mangled 
remains of two men. Brothers, lloigor cultists 
or unlucky employees? Impossible to say giv- 
en the savagery with which they have been torn 
apart (Sanity loss 1/1D4+1). 

This is the work of Fenalik, tidying up for 
the investigators. The vampire ensures that no 
Brothers leave Trieste; Selim receives no report 
of the investigators’ identity. 


CONCLUSION 


Eventually the investigators board the Orient 
Express at Trieste and head for Belgrade. 

As the train pulls out, Winckelmann's ghost 
appears on the platform. 


> If the investigators delivered the medallion 
to the lloigor, he holds up a hand in 
farewell, a look of peace on his face as he 
fades away forever. (Gain 1D3 Sanity points 
to witness this.) 

> Ifthe investigators did not deliver the 
medallion, he presses up against each 
window as the train goes past, mouth open 
in a silent scream from the nightmare that 
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will never end. (Lose 1/1D4 Sanity points to 
witness this.) 


Either way, the investigators depart. They will 
not be out of lloigor-drain range until past Lju- 
bljana; they'll risk losing another 1D6 points 
tonight. 

Each investigator gains 1D4 Sanity for re- 
covering the Right Leg of the Sedefkar Simula- 


crum. The Baleful Influence afflicts the person 
who retrieved it from the limestone. 

If the investigators did not hand over the 
medallion to the lloigor, they recover 1D6 San- 
ity points, knowing that they have helped stave 
off in a small way the return of one of the Great 
Old Ones. 


Slalislies 


ANTONI TERMONA, Age 43, Lloigor 


Cultist 

STR 50 CON70 51760 = INT55 
POW70  DEX40* APP65 EDU 93 
SanityO Build:0 | Move:6 HP: 13 


*A tentacle replaces his left arm, hidden in “empty” sleeve. 
Damage Bonus: 0 

30% (15/6), damage 1D8 

Tentacle 50% (25/10), damage 1D4 

Dodge 40% (20/8) 


Skills: Cthulhu Mythos 16%, Fast Talk 55%, History 
55%, Spot Hidden 40%. 


Languages: English 35%, Italian (own) 93%, Latin 25%. 


.32 Revolver 


Sanity Loss: 1/1D4 Sanity points if the tentacle is 
revealed. 


MARCO, Age 51, Sullen Servant and Lloigor 
Cultist 


STR 70 CON60 51250 INT 45 
POW70  DEX60  APP65 EDU 40 
SanityO — Build:0 Move: 7 НР:11 


* A tentacle replaces his left eye, hidden by patch. 
Damage Bonus: 0 

4096 (20/8), damage 1D8 
Tentacle 5096 (25/10), damage 1D4 
Dodge 3096 (15/6) 

Skills: Show Contempt 5596, Spot Hidden 15%. 
Languages: English 1596, Italian (own) 4096. 


.32 Revolver 


Sanity Loss: 1/1D4 Sanity points if the tentacle is 
revealed. 
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MARCIUS MONTANELLI, Age 44, 
Lloigor Cultist 


STR 40 CON 60 51750 INT 85 
POW 80 DEX 40* APP55 EDU 93 
SAN 0 Build:0 Move: HP: 11 


*A tentacle replaces his right leg, hidden beneath lap-rug. 
Damage Bonus: 0 

.32 Revolver 35% (17/7), damage 108 

Letter Opener 50% (25/10), damage 1D4 

50% (25/10), damage 1D4 


Skills: Archaeology 30%, Cthulhu Mythos 23%, Debate 
65%, History 60%, Science (Linguistics) 80%, 
Wheel-Chair 50%. 

Languages: Classical Greek 70%, English 60%, German 
45%, Italian (own) 93%, Latin 70%. 

Sanity Loss: 1/1D4 Sanity points if the tentacle is 
revealed. 


Tentacle 


CESARE DRUNI, Age 26, Red-haired 
Lloigor Cultist 


STR55 CON 45 SIZ80  INT60 
POW55  DEX50 APP75 EDU 40 
SanityO Вшіа:1 Мохе: НР: 13 


Damage Bonus: +104 
Knife 40% (20/8), damage 1D4 + 104 
Skills: Stealth 30%. 


Languages: Italian (own) 40%. 
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SAMPLE LLOIGOR CULTISTS 


Most of the lloigor cultists carry clubs or knives; 
a few could have pistols. At least one has dis- 
pleased the lloigor enough to warrant the graft- 
ing-on of a tentacle. These new limbs can wield 
melee weapons normally, and can extend out up 
to 3 yards from the cultist in a direct attack, in 
the manner of a whip. The tentacle usually re- 
places an amputated limb, but might also lash 
out from a cultist’s mouth, or from under an 
eye-patch, or from the cultist's chest or back, etc. 
Damage Bonus: +104 

Club 40% (20/8), damage 1D6 + 104 

Knife 40% (20/8), damage 1D3 + 1D4 

Tentacle 50% (25/10), damage 1D4 

Dodge 35% (17/7) 


Skills: Climb 50%, Jump 45%, Listen 40%, Stealth 25%, 
Spot Hidden 50%, Swim 50%. 


Sanity Loss: 1/1D4 Sanity points for tentacled cultists 
only. 
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HELMUT GROSSINGER, Age 33, Insane 


Former Investigator 

STR 40 CON 30 SIZ 70 INT 70 
POW 70 DEX25* APP30 EDU75 
Sanity 31 Build:0 Move:7 HP: 10 


* Has neither hands nor tongue. 

Damage Bonus: 0 

Dodge 20% (10/4) 

Skills: Listen 75%, Lurk 65%, Spot Hidden 65%. 


Languages: Understands, but cannot speak English 
30%, German (own) 75%, Italian 15%, Latin 35%. 


FAHIM SALLEH, Age 46, Brother of the 


Skin 

STR 80 СОМ 75 SIZ85  INT55 

POW70  DEX50 АРР 45 EDU55 

SanityO — Build:2 | Move:6  HP:16 
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Damage Bonus: +1D6 
Cult Skinning Knife 65% (32/13), damage 1D3+2 + 1Р6 
Dodge 25% (12/5) 


Armor: None, but Salleh has rearranged his internal or- 
gans. On a successful Luck roll (7096), he takes only 
1 point of damage from impaling weapons. 


Skills: Feign Death 9096, Stealth 4096, Spot Hidden 
40%. 


Languages: Turkish (own) 55%. 
Spells: Create Flesh Creeper* 


* New spell; see the statistics in the Constantinople chapter 
on page 62 of Book 4. 


SAMPLE BROTHERS OF THE SKIN 


All have dead men’s eyes, allowing them to see 
in the dark. 

Damage Bonus: +1D4. 

Cult Skinning Knife 40% (20/8), damage 1D3+2 + 1D4 
Dodge 25% (12/5) 


Skills: Art (Skin Human) 25%, Listen 40%, Spot Hid- 
den 60%, Stealth 30%, Track 25%. 


Spells: Control Skin*, plus Transfer Body Part* at the 
keeper's option. See the Constantinople chapter for 
spell information. 


Sanity Loss: 0/1 Sanity points for noticing obvious 
sewn-on additions. 


[ [sm [cox [sz [oix [vow | a | 
[ow [7 | e [e [s | [е 


me [б | Гю | 6 | so | 
s [e | e [es | e Ls] 


JOHANN WINCKELMANN, Ghost 


INT 70 POW 100 


Sanity Loss: 0/1D4 to see the ghost of Winckelmann. 


SIX BLACKSHIRT THUGS, Ages 23 


Damage Bonus: +1D4 


Brawl 70% (35/14), damage 1D3 + 1D4 
Club 70% (35/14), damage 1D6 + 1D4 
Dodge 30% (15/6) 


Skills: Intimidate 45%, Listen 35%, Spot Hidden 30%. 
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SAMPLE LLOIGOR 


Extensive notes about lloigor and their interest- 
ing abilities exists in the rule book, and should 
be consulted. 


STR210 CON150 SIZ 300 
DEX50 НР: 48 Build: 6 


INT 100 РОМ 75 


Damage Bonus: +506 
Magic points: 15, can draw on other lloigor 


Move: 7 / 3 through stone as immaterial 


ATTACKS 


Attacks per round: 1 (2 while in reptilian form) 
Lloigor can attack in many ways, including strikes, claw 
and bite attacks while in reptilian form. 


Fighting 30% (15/6), damage 106 + 5D6 
Dodge 2696 (13/5) 


Armor: 8-point reptilian hide. In the immaterial state it 
cannot be harmed by any physical weapons, magical 
or not. 


Sanity Loss: 0/1D8 as reptile; invisible—no Sanity loss; 
mind contact costs 1/1D4 Sanity points. 


GIANT OLM 


The giant olm slams into its prey to knock it off 
balance, and then attempts to seize and swallow 
it in the following round. 


STR120 СОМ 55 SIZ 135 
HP: 19 Build: 3 


POW 70 DEX 90 


Damage Bonus: +2D6 


Move: 2 / 8 swimming 


Book ó 


ATTACKS 
Attacks per round: 1 


Fighting (Slam) 60% (30/6), damage 1D4 + 2D6, 


victim is knocked prone 


Seize (Fighting seizes target. On the following 


Maneuver) round the victim is swallowed 
whole—damage is 1 point per 
round thereafter 

Dodge 26% (Hard 13; Extreme 5) 


Armor: 2-point skin 


Unlike other amphibians, natural olm are en- 
tirely aquatic and do not spend time on land. 
The do nevertheless have limbs and can survive 
and move about if removed from the water. 
The giant mutant olm is more willing to leave 
the water, but will attempt to return after two 
rounds if it has not caught its prey. Generally 
it will hunt prey who are in the water, or who 
are standing within three yards of water deep 
enough to conceal the olm’s approach (about 
thigh-deep). 

Olm can detect the presence or absence of 
light, but are otherwise blind. They rely upon 
excellent hearing and smell to locate their prey, 
as well as being able to detect vibrations in the 
ground and possibly even electrical signals giv- 
en off by moving organisms. 
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Horror on the Orient Express 


DREAM ZAGREB 1923 
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Wherein the investigators think they have arrived at an ancient fog- 
shrouded European city, but their wine has disembarked them into 
dreamscape and nightmare. 


by Mark Morrison with Penelope lo 


THE FOLLOWING SCENARIO is a dream. It 
occurs on the train between Trieste and Zagreb. 
The investigators may not know for certain that 
it is an unreality until the closing stages. 

In this surreal sidetrack on the long and 
bloody journey to Constantinople, no histori- 
cal or geographical data is supplied for the ac- 
tual Zagreb, as the investigators never in fact 
disembark there. 

No statistics exist for this scenario either; 
none are relevant or necessary. The investigators 
cannot die here, but madness is a very real threat. 


SM MM MM MM MAS 
An Option lo [2ream 


This scenario is optional. It does not advance the plot, 
although it promises to; it is the Jigsaw Prince's joke, a 
token of revenge against the investigators. 

However, the investigators may gain a little in- 
sight into the many parties 
interested in the Sedefkar 
Simulacrum. If this seems 
worthy, and if the dreamlike 
atmosphere described below 
appeals, then let them dream. 
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Ам OVERNIGHT JOURNEY 


This is one of only three overnight journeys on 
the Orient Express. Keepers may wish to review 
the list of Fenalik-related events in the Paris 
chapter (under “Strangeness on the Train”), 
and add some of his nocturnal activity to the 
journey, either before or after the events below. 
If this scenario is not used at all, then Fenalik 
should have an even larger role. 

As an overnight trip this journey is also a 
candidate for a transfer to the Dreamlands Ex- 
press, but one strange dream per night is more 
than sufficient. 


A GFT 


The Orient Express departs from Trieste at 8:14 
P.M. The investigators are en route to Belgrade, 
where the train is due in at 9:00 A.M. the fol- 
lowing morning. They are probably exhausted 
after chasing about in the lloigor cave, battling 
the Brothers, and struggling in the bora, and 
probably famished as well. The journey is an 
opportunity to eat, relax, and catch up on some 
much-needed sleep. 

First things first, they congregate in the din- 
ing car, dine sumptuously, and perhaps toast 
fallen comrades. Maurice, their waiter, brings 
dessert and a bottle of fine Sauterne, a dessert 
wine from the classic area southeast of the city 
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of Bordeaux. The sommelier proceeds to offer 
the bottle for inspection. “The perfect conclu- 
sion to your meal.” If asked the price, he waves 
the question aside as though it is of no conse- 
quence. (It is not. The wine has been given to 
him by the Jigsaw Prince, who wishes to remain 
anonymous until it has been sampled.) 

If the investigators inquire, the label is from 
Cháteau Guiraud-Lafon, a house and vineyard 
puzzling to the sommelier, but which he be- 
lieves must border Yquem itself. (In fact, such a 
label does not exist, and the wine was obtained 
from nowhere on earth.) 

The glass of the bottle is nearly black. The 
cork is sound. Scribbled in ink across the label 
are four words: un sommeil de séve, translat- 
able roughly as a “dream of the зар, but imply- 
ing a complexity of taste and association which 
could be connected to wine. 

The attendant decants at the table if the in- 
vestigators wish, exclaiming at the extraordi- 
nary clarity of the rich stream. A fine sweetness 
drifts about the car. Millionaires, statesmen, 
aristocrats, and poets turn toward the party, all 
with envy in their eyes. “Superb,” the sommeli- 
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er murmurs. "Gentlemen, a few moments, and 
I shall pour, if you wish” 

If the investigators request his estima- 
tion, the sommelier obliges, pouring a thim- 
bleful into the tiny silver cup he wears around 
his neck on a silver chain. He inhales, and sips 
lingeringly. “Profound!” he exclaims. “Magnif- 
icent! The greatest I have ever tasted! Gentle- 
men, if you will forgive the informality, for mo- 
ments such as this I would not trade my service 
for a dukedom.” 

Now the investigators raise their fine crystal 
glasses, enjoy the amber depths of the old wine, 
and experience a fragrance which evokes the 
fineness of life. The Sauterne has lost much of 
its sweetness, but its lingering finish is redolent 
with rich depths of fruit. A mediocre Sauterne 
is of little interest, as the saying goes, but a fine 
first growth like this is beyond words. The din- 
ner concludes with feelings of profound con- 
tentment and satisfaction. 

“Perhaps now I should reveal your benefac- 
tor-" here Maurice turns to bow towards an- 
other table, and in turning, pauses. “Ah, I see he 
has departed; your pardons. The rotund gentle- 
man who sat at the far corner table attested to, 
as he put it, the vitality of your youthful enjoy- 
ment, and sent this bottle of his personal wine 
with his compliments." 

Even with a successful Spot Hidden roll, 
the investigators do not recall the gentleman in 
the far corner. They have noticed, however, that 
such gifts, anonymous or otherwise, are not un- 
usual aboard the Orient Express, whose luxury 
and presentation seem to stimulate generosity 
in some not otherwise noticeable. The wine is 
not poisoned or harmful, but perhaps some in- 
vestigators abstained. However, keepers, even 
the scent of this wine is enough to provoke the 
ensuing dream. 


THE CONSEQUENCE 


The investigators tumble into bed and, in fall- 
ing, begin to dream. All the investigators who 
drank of or scented the Prince’s Sauterne have 
the same dream, and their dream is the rest of 
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this chapter; the sommelier and other travelers 
in the car have disturbing dreams which they 
cannot remember. 

They are awakened by a knocking at 3:10 
A.M. next morning. The night conductor is 
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walking along the passageway, waking those 
passengers who are disembarking at Zagreb. 
The investigators' names are on his list. 
Outside, the station is shrouded in fog, and 
the tongues of bells can be softly heard, lapping 
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at the chill night air. As the investigators argue 
with the night conductor, a Listen roll hears 
someone speaking on the station platform. 
Outside in the dusky whiteness is a stooped 
figure, gazing at the investigators through the 
train windows, but for the most part addressing 
a skull carried lovingly in his hands. He strokes 
it from time to time, and recites. 


Here's a cheek keeps her color, let the wind 
go whistle: 


Spout rain, we fear thee not, be hot or cold 
All’s one with us. And is not he absurd 
Whose fortunes are upon their faces set, 
That fear no other God but wind and wet? 


Well-read investigators recognize the speech 
as from The Revenger's Tragedy, III.v, by Cyril 
Tourneur. The speaker's face is shadowed in a 
large hooded cloak, drawn up against the cold 
night air, and this gives his words a curiously 
muffled tone. A Spot Hidden notes that all of 
the investigators’ luggage from the fourgon 
van is on the platform, piled about his feet. 
He speaks again, addressing the investigators 
this time: 

“What ho!, [investigator name], abed 
so early? And you too [another investigator 
name]? Sluggards! Did you plan to slumber 
like swine and forego one of Europe's great cit- 
ies, hurrying onwards to your gathering task? 
Bah! Come, come. I have arranged your stay 
here. Time flows swiftly, and we have much to 
talk about ere dawn. Perchance you will per- 
mit me to tell you the strange history of the 
Sedefkar Simulacrum in full, and of what you 
can expect to find on your arrival in Constan- 
tinople. Hah! Follow good fellows, and let the 
Devil steer the course” 

He turns and walks into the eddying clouds 
of gray. His promise of information should 
goad the investigators off the train. Alas, by the 
time they have dressed, packed their cabin lug- 
gage, and stepped out, the figure is gone. The 
investigators are cold, and alone on the plat- 
form with all their bags. 
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Where the figure stood is a journal page 
handout, which may be a crumpled piece of pa- 
per or perhaps some other media. To choose, 
see the section ^The Journal Pages" section. The 
handout text describes the item in more detail. 

Behind them, the train has not left. The 
windows are dark; most of the passengers 
sleep, dreaming of shifting white haze and un- 
ceasing bells. 


IF THEY DO NOT DISEMBARK 


The night conductor expects them to get off 
here, and all their luggage is on the platform. 
However, concerted investigator effort will en- 
trench them on the train, and ensure that their 
journey east is uninterrupted. They are obvi- 
ously suspicious souls, without curiosity. 

If this happens, they get back on the train, 
and resume their sleep. Soon after they drift off, 
the train slows to a stop, and there is a knock on 
the door; itis the night conductor. The train has 
just arrived in Zagreb, it is 3:10 A.M., and this is 
their wake-up call. Indeed, the train has arrived 
once more at the fogbound platform; there is 
the hooded stranger, and there is their luggage 
being unloaded. Go back to *The Consequenc- 
es" and start the scenario again. Keep this loop 
going until the investigators give in and disem- 
bark. Now the adventure can truly begin. 


A SEARCH 


The figure's promise should entice the investi- 
gators, so that they hunt for him through the 
dripping streets, down the murky lanes, across 
the sluggish canals, and under the yawning 
arches of this old city; this slumbering colos- 
sus of stone and half-remembered histories. 
The investigators search and marvel, search and 
wonder, search and quail, search and finally flee 
back to the station lest the search never end. 

Sometimes the figure may be sighted ahead 
(*Come, come!"), or on the opposite bank of 
a canal (“Hurry on!"), or above on a rampart 
(“Tsk tsk, dawdling again!"). He is always gone 
by the time they catch up. 
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THEMAP 


A map is provided on page 119. Let them wan- 
der where they will. Numbers on the map cor- 
respond to sights, sounds and events, detailed 
in this chapter. It is a loose framework only, 
for those who find comfort in such things, and 
should be juggled as the keeper wishes. Do not 
let the investigators miss a favorite scene just 
because they turn down the wrong alley. 


THE JOURNALS 


The asterisks on the map indicate points at 
which the investigators come across a journal 
page. The journal pages are on a variety of me- 
dia; the physical description of each is the title 
of the handout. 

For more information, see “The Journal 
Pages." 


THE BOUNDARIES 


Investigators may unwittingly stray to the 
boundaries of the map. There they meet un- 
yielding obstacles at each cardinal point of the 
compass: 


› Atthe north is The Wall, a huge surface 
of stone stretching east to west, without 
gate, window, or reason. It is sheer and 
not climbable. The top is out of sight in 
the fog. Strange sounds are heard distantly 
from beyond it. 


> To the south, The River, wide, slow, and 
black. Is it the Styx? Perhaps. Chunks of 
ice whirl in lazy spirals, quiet testimony to 
the biting cold of the dark water. No bridge 
dares to conquer this slumbering wet beast. 


› То the east, The Fog lies everywhere in 
town, licking its tongue into the corners 
of the evening, lingering on the pools that 
stand in drains (to quote Eliot). It lies 
quiet, and watching. To the east is the place 
where the fog comes from, the spawning 
ground, the birthplace. Here it falls in a 
carpet so thick as to preclude all vision, a 
floating ocean of white on white, a null, a 
void, a blind drawn on unknown terrain. 


› Tothe west, The Boulevard is a long road 
with cabarets and theaters and cafes, lit by 
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The Pen IPS 


Time passes strangely in this city of secrets and 
shadow. The keeper should count out the hours as 
the investigators wend their way to the heart of the 
mystery. Sometimes an hour seems an age, some- 
times but a moment. 

Sound the bells after every three encounters or so. 
The hour should strike six as they approach their fi- 
nal fatal reunion with the hooded stranger. 


4:00 A.M. 
The bells of the town sound, four times, fore- 
warned, forearmed, for naught.... 


5:00 A.M. 

The bells of the town talk, five times, once for each 
of mankind's senses—but with seven more marks on 
the face of the clock, is not mankind a limited and 
incomplete creature? 


6:00 A.M. 
The bells of the town clamor, six times, in stub- 
born disharmony. 


MaWaWaWaWaWaWMaAWaAMaAMaAMAWAMAMAMA: 


harsh lamps, brash with noise and color. 
Barking and laughing, pleasure-seekers 
lounge and stroll and preen and tussle 
arm-in-arm along this street of short 
memories. These people shun sleep, fearing 
it. It is obvious that the investigators’ 
quarry would not cross such a rude and 
vibrant place, but would instead prefer the 
soft solace of the mews behind to these 
fleshly beings loudly gulping breaths in 
busy lifetimes. 


UNRELIABLE SENSES 


The investigators may turn to their skills and 
faculties to aid them in the pursuit, to no avail. 
Spot Hidden only reveals unwelcome shadows; 
or odd features of architecture; Listen detects 
whispering, or soft sighing; Track denotes 
strange and vaguely terrible traffic; Psychology 
on the few inhabitants met indicates that their 
behavior is perfectly rational—the instability is 
in the mind of the beholder. 
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MaAMaAMAWaWaWaMaAMAMAWaWaWaMaAMAMA 
The Journal Authors 


HANDOUT #1: SEDEFKAR 

HANDOUT #2: MEHMET MAKRYAT 
HANDOUT #3: FENALIK 

HANDOUT #4: ARTURO FACCIA 
HANDOUT #5: EDGAR WELLINGTON 
HANDOUT #6: JIGSAW PRINCE 
HANDOUT #7: JOHANN WINCKELMANN 
HANDOUT #8: THE LLOIGOR 

HANDOUT #9: THE SKINLESS ONE 


HANDOUT #10: THE SIMULACRUM 


ANA A ANDA AN ASA NAA AN 


THE JOURNAL PAGES 


These handouts, detailed at the end of this 
chapter, are found in different locations, 
pinned to a door or tumbling down the street, 
dug into a flower bed, draped on a gravestone, 
grafitti'd onto walls, or floating on the surface 
of a fountain. 

Each handout is a message from the inves- 
tigators’ subconscious as they grapple with the 
history and identity of the Sedefkar Simula- 
crum. Each represents an aspect of the insane 
love of the simulacrum’s lovers, or the seekers 
after other artifacts in the campaign—their de- 
luded hopes, narcissistic self-justifications, or 
truly alien natures laid bare. 

These are not true diaries, and were never 
written as such by the authors. They are what 
the investigators imagine their secret thoughts 
might be. Note that only those encountered so 
far are included. The investigators have no gift 
of foresight, so Selim Makryat and others are 
not revealed. The handouts are anonymous and 
the lovers’ songs can occur in any order, but the 
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last handout should always be the Simulacrum’s 
answer (Zagreb Handout #10). 

Nominal locations are provided on the 
map, but keepers may change these as they see 
fit. Each appears in the own language of the one 
who reads it. Thus, two investigators may read 
the same note in different languages. 

Each handout has a suggested appearance 
which gives a clue to the author, but keep- 
ers should feel free to make them weirder still. 
Words dripping down walls, crawling across 
the skin, howled from dark alleys, rained from 
the sky. 

Should the keeper wish, they can create an 
additional journal page based on the deeds of 
an investigator who has killed while seeking the 
Simulacrum, or who has lost the most Sanity in 
the pursuit to date. There should be enough de- 
tail for the player to recognize their investigator 
and realize that they are on the same doomed 
trajectory as the other lovers. 


Улат They MEET 


The city awaits. 

The investigators track and trail through 
quiet stone courtyards, past rusted low iron 
fences encasing low tombstones of unknown 
origin, past walls crumbling from the deathly 
lovemaking of withered vinery, past statues of 
uncertain figures worn smooth by age and li- 
chen, beneath square towers housing cracked 
brass cackling bells, by the ancient fortifica- 
tion standing salient and senile, over placid ca- 
nals via short carven bridges, and past build- 
ings of all shapes sharing the common traits of 
age, silence, stone, and dignity. Some high win- 
dows weep feeble tears of light into the gloomy 
streets; but for the most part, the town sleeps, 
as if its inhabitants are in that state eternally by 
matter of course. 

Notable occurrences are listed below. Events 
are keyed by number to the map, but can be ad- 
justed at will. Some may be disturbing to the 
onlooker. Request Sanity rolls if the investiga- 
tors seem disturbed by an event, with a penalty 
of 1 Sanity point for a failed roll. 
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ONE 


Up ahead in the fog, a hissing and squawking 
is heard, a slithering of scales and beating of 
wings. When the investigators pass, all that is to 
be remarked upon is a stone statue depicting a 
griffin and a serpent locked in combat. 


TWO 


A splash of silver on the cobblestones; a fish lies 
here, waterless and dying painfully. 


THREE 


Here a shadow casts across the wall, menacing 
the investigators' own: a tall shadow, bald, with 
pointed ears, and abnormally long fingers with 
spine-like talons. It is a shadow cast by a tangle 
of dead trees in a stone garden. 


FOUR 


A young man, in the street, on his hands and 
knees, crawling, upturning and inspecting each 
and every stone, muttering "It must be here, it 
must be here,” in endless litany. 


FIVE 


A dry chuckling comes from above. A stone 
gargoyle, as ugly as desire, snickers once more 
and resumes its motionless vigil. 


SIX 


A message laid across a patch of earth is written 
in frost: 
but do they dream? 


SEVEN 


From a fractured wall springs a tree bearing 
dark purple fruit, bruised globes sagging from 
over-ripeness. The severed hand of a would-be 
picker can be discerned dangling from one of 
the ominous purple spheres. 


EIGHT 


A flock of children run, patter-pitter-patter, 
small cloaks billowing. Their eyes are as white 
as the moon at its fullest, and just as blank. The 
children smile without joy and run by. 


NINE 


A war of frogs and mice. 
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TEN 


A woman lopes and lolls, head twisting, gargling 
with tear-filled mirth. “Гуе seen a man ahead!" 
she cries. “A man, a head! Ahead! Harharhar- 
har!" She weeps for no reason. If the investiga- 
tors ask where did he go, she replies "Ask the 
tide, and name the one you seek by his proper 
title, she can tell you where to find him.” And 
she goes, smiling with blood on her lips. 


ELEVEN 


A lane where milk seeps slowly. The white liq- 
uid flows over the paving, except for one stone, 
which greedily drinks the gentle trickle. Slurp- 
ing can be heard. Lifting that stone uncovers a 
pool of milk and a ring of tarnished silver. 

If this ring is presented to the crawling 
man (see “FOUR’”), his eyes fill with lust for 
the object. He takes it, regardless of whether it 
is offered. When united with it, he sighs "Now 
is my happiest day, my wedding day, and let 
Death be my bride.” If asked about the strang- 
er the investigators are following, he says "Ah, 
find the one who knows, and ask for “Не that 
knows great men's secrets. But beware, it is not 
a name to be mentioned often, so be sure to 
have the right ear” 

With that he goes whistling to the river, to 
board a floe of ice and sing while it melts into 
the black. 


TWELVE 


A statue of the Madonna. Below her calm form 
a wretch has been lashed with heavy rope and 
left to starve. “Hear my crime, hear my crime, 
which was to show that any mother's toil is just 
as great, so why cannot my son be the Son of 
God also?” The woman is tied—tied?—tide! 
She is the one referred to by the mad woman 
of “TEN.” 

If the investigators ask after “He that knows 
great men’s secrets, she replies tunelessly “Не 
that knows great secrets, and proves slight, that 
man ne’er lives to see his beard turn white; He 
waits for you at the bridge to the great fort." If 
they cut the woman loose she curses them, and 
restrains herself anew. 
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Skull of the Hooded Stranger 


The hour of six should chime now if it has 
not done so already (see “The Hours"). 


A Discovery 


The hooded stranger does not appear at the 
fort until the riddle is solved. Once it has been, 
he obliges them with his attendance. 

A single stone bridge leads across the moat 
of canals surrounding the huge star-shaped 
fortress; their unknown benefactor waits at the 
other end. “At last; he intones, and turns to 
lead them inside. 

Doors, grilles, gates, all open at his touch. 
He takes them upwards, up stairwells both 
straight and cylindrical, up ladders, up ramps, 
to the uppermost turret, and then out onto 
the roof. The city drifts below, suspended in 
its cushion of fog. He takes the skull out once 
more, and comments: ^How like the mind is 
this fortress, no? Solid apparently, and holding 
stores and sally gates, and defendable; but old, 
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and cracked, riddled with time, abandoned by 
some, conquered by the smallest of things." 

The investigators might ask him about the 
journal pages they have been discovering. “Let- 
ters from dead lovers. Dead now, or dead to be. 
All seek the same hand that you too have loved.” 

If the investigators demand the secrets of 
the Sedefkar Simulacrum as promised, he holds 
a hand up against their questioning. "Like you, 
I once clamored for knowledge, all knowledge; 
and my wish was granted. I can impart this to 
you,” (and here his voice takes on a pleading 
tone) “and it will be yours to keep and to safe- 
guard, and I will be...will be...well, you see my 
friends, it is only fair to warn you. You have 
noted this silent white partner I carry with me 
so fondly,” and here he raises the skull, its si- 
lent sockets locking patient gaze with the in- 
vestigators, "it is my own. It could not contain 
the things I asked it to hold. So sit down, sit 
comfortably, and I shall tell you all I know, and 
pass this accursed burden of enlightenment on 
to you.” 

Thus he explains his hidden visage and 
muffled tones. Those who dare may demand 
proof, and he will sadly lift his hood and pro- 
vide it: Sanity loss to see his flabby, sunken, and 
boneless face is 1D2/1D6. Those who fail cringe 
back in revulsion, and feel their scalps begin to 
itch and their eyeballs begin to bulge. 


ACCURSED ENLIGHTENMENT 


The price of his assistance has already been paid. 
Those who bid him go on reap words flying 
from his mouth in a black stream. Their mean- 
ings burrow into the investigators' brains, carv- 
ing into their neurons visions of cosmic voids, 
of mankind's insignificance, and of the true na- 
ture of the center of the universe, and the un- 
thinkable expanses of the Great Old Ones who 
shift slowly, slowly in their cold tombs waiting 
for the earth to grow old and grant return. 
One by one hideous secrets of existence 
are bared, naked and jagged, or implied—the 
cataclysmic power of the Cthulhu Mythos, the 
horrible pointlessness of the universe, ghastly 
prophecies for humanity's future—and every 
minute the investigators listen, they lose 1D10 
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Sanity points automatically and gain the same 
number of percentiles of Cthulhu Mythos. 
Their skulls spasm and twitch and seek escape 
from the damned knowledge which swells their 
brains to bursting. Investigators can stop listen- 
ing at any point. Any investigator who reaches 
zero Sanity shares the fate of the muffled man; 
such an investigator is lost forever, and the last 
thing he remembers is looking down to find 
clenched in his hand his own bloodied skull, 
gazing up with a blank accusing stare. 


WILLFUL IGNORANCE 


If the investigators do not accept the stranger's 
offer, or if they try to stop his torrent of secrets 
once it has begun, he shakes with rage and self- 
pity. “You are lost anyway!" he cries, his words 
echoing out into the mist, "for if you have not 
returned to your beds at dawn, you are doomed 
to walk the endless night of this place with the 
rest of us!” 

The words are true, and in the east the fog is 
lightening as the bells grope towards the strik- 
ing of seven, seven the magical number, seven 
to speak the truth of the claim, seven to bring 
the dawn and with it their imprisonment in this 
shrouded eternity. In that dread waiting silence, 
the investigators clearly hear the blast of the 
train whistle, as the Orient Express prepares to 
depart Zagreb, inexplicably four hours behind 
schedule. 


А GENUINE PERIL 


They must flee, flee down the tower (one, say 
the bells), away from the ranting figure, down 
and across the canal and into the streets (two, 
toll the bells) running wild and praying, pray- 
ing, praying: 
> For the fragile memory of the way back 
to the station (make an Intelligence roll), 
three... 
> For the will to keep going (make a 
Strength roll), four... 


y For the energy (make a Constitution roll), 


five... 
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> And for the surefootedness along the 
crooked lanes (make a Dexterity roll), six... 


One failure means that investigator begins to 
lag. 

A second failure means that investigator 
trails further behind. 

A third failure and that investigator is lost. 
Allow no rescues. 

Then the sky breaks with the dawn and the 
bells rise in mocking cacophony to usher it in. 
Some, perhaps all, investigators stay behind in 
the fog, and their consciousness slows, dims, 
and dies. 

Survivors reach the platform just as the 
train is pulling out, steam whistling, wheels be- 
ginning to turn. They fling themselves aboard 
and, with the stranger’s words ringing in their 
ears, run to their cabins. 


AN ENDING 


The bells strike seven; they are too late. 

Their beds are occupied, by themselves, 
snug, warm and safe. Seeing this is too much, 
their failure too keen; they fall senseless (roll 
Sanity, lose 0/1D3 Sanity points from total dis- 
orientation) and come to, in bed, confused, and 
then the door crashes open and in bursts them- 
selves, panting and pop-eyed, gasping and star- 
ing at themselves in bed while the color drains 
from their faces. 

Better not to cope with this, easier to moan 
and sink back onto the pillow and surrender 
consciousness again and come to, confused, 
wakened by knocking on the door. (Only the 
investigators who made it back to the train in 
time awake. Those that fell behind are found in 
their beds, snoring. Nothing will rouse them.) 

It is the night conductor. It is 3:10 A.M., he 
says, and the Orient Express has just. arrived. in 
Zagreb, their stop. Their baggage has already 
been taken off. If the investigators protest, he 
looks concerned, and checks his book—indeed 
there has been a mistake, the cabin numbers 
are wrong. His embarrassment is genuine;-his 
apologies are profuse, and he retreats-with-as 
much grace as he can muster. Their baggage is 
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brought back on board, and at 3:30 A.M. the 
Orient Express leaves Zagreb, bound eastward, 
next stop Belgrade. 

As the train pulls out of slumbering fog- 
bound Zagreb, a hooded figure raises a sad 
hand in farewell. The other hand cradles a 
bone-white object which does not speak. 


THE REAL ZAGREB 


If the investigators do decide to disembark 
here, they find a city totally different from the 
one they explored. They never see the hooded 
stranger again. There is nothing here for them. 


CONCLUSION 


Investigators who made it back to their beds 
regain what they lost of their Sanity during 
the dream, up to 2D6 points. They cannot 
wake saner than they were when they went to 
bed. What they chose to absorb of the terrible 
knowledge borne by the stranger in the fog re- 
mains with them. 

Investigators who did not make the train in 
time sleep solidly for twenty-four hours. Doc- 
tors diagnose it as the sleeping sickness which 
swept the world in the 1920s. They do wake 
though, at exactly 3:10 A.M. the next morning, 
screaming. They continue to wake at 3:10 A.M. 


МАМАМАМАМАМШАШАМАМШАШАМАМАШАМШАМША 
| || homas Ligott 


This chapter was inspired by the weird fiction of au- 
thor Thomas Ligotti. The story “The Journal of J.P. 
Drapeau” had a direct influence on the writing of 
this scenario, and was included as the player hand- 
out for the journal pages in the original published 
version. For this new edition, we have chosen instead 
to write handouts which relate more closely to the 
campaign plot. “The Journal of J.P. Drapeau” is still 
highly recommended for its unsettling atmosphere 
of European nightmare, as is much of Ligotti’s work. 

For more Ligotti tributes, see the fiction collection 
The Grimscribe’s Minions edited by Joseph Pulver Sr. 
and published by Miskatonic River Press. 


MaWaMaAMAWaWaWMaAMaAMAMaAWaWaMaAMAMWA 
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every morning thereafter, for the next 1D10 
nights, losing 1 point of Sanity a night if the 
concurrent Sanity roll fails. After that they re- 
turn almost to normal: thereafter each has an 
aversion to the number seven, and all shud- 
der at the toll of bells. They regain 1D4 Sanity 
points when these nightmares halt. 

Investigators who lost their skulls to for- 
bidden knowledge wake mad and raving. Their 
skulls are in fact still in place, but the minds 
within them are gone. Such characters are out 
of play, and must be handed over to the keeper, 
to escape or be committed or to attack their fel- 
lows, as it amuses that kindly soul. 

If the investigators stay on the train, those 
at breakfast in the dining car that morning who 
are both sane and awake are presented with 
lavish fare, compliments of the Simplon-Ori- 
ent Express. The staff serves with flowers and 
fuss, and sincere apologies for the early morn- 
ing mistake in Zagreb. It will not, they promise, 
happen again. And it doesn't. 
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ZAGREB HANDOUT #1 


AN ILLUMINATED MANUSCRIPT, 
IN SCAR Tissue ON HUMAN SKN 


We were always destined to be togeth- 
er. From the moment l saw you l loved 
you; so beautiful and cruel, so heartless 
and perfect. l your vile servant, was not 
fit to worship at your feet. Vet I caressed 
your alabaster limbs. | kissed your shining 
eyes. | held you clese, closer than skull 
to skin. 

| knew from that first moment of ec- 
stasy that we were doomed to part, that 
you would use me and discard me аз а 
snake escapes its old skin. 

| tried to write down all you were. | 
thought that way | would remember you. 
| thought | could pin your essence down 
like a flayed hide and hold you forever 
in my heart. l should have known that 
any attempt to describe your loveliness 
was doomed from the start. Vet | wrote 


in a fever of longing, and | drew you on 


scrolls of skin. | hoped and dreamed that 


you would always be with me. But now 
you are gone. АП | have left are a hollow 
hide and words, empty, useless, tormenting 


ZAGREB HANDOUT £2 


А Letter EMBROIDERED ON 
'TunkKisH CARPET 


My love is the pure love of a 
worshipper who adores the idol 
that d has never seen. Until we 
meet 1 am ín torment. 1 can do 
nothíng but seek you, plot and 
plan and yearn for that moment 
when 1 fold you in my arms. My 
heart, my body, burn Ja you. My 
life ís yours. You hold ít ín your 
white, white hands. 

To prove my love 1 killed a man 

or you. 1 took him by surprise. 
He thought 1 was his friend. He 
trusted me and 1 butchered him in 
the night. 

Yet once was not enough. 1 
killed him a second time, my arms 


red with blood to the elbows. His 
shocked eyes held the final betray- 
al. 1 wept as 1 wielded the skin- 
ning knife. 


] murdered to prove my love was 


myself. 


Still os were obdurate. So 4 
killed him again. And the man | 


Wait Ten iN Окер BLOOD ON THE INSIDE OF A STRAIT JACKET 


T LUST. ! HUNGER. ! THIRST, Т RAVE. ! 
CANNOT LIVE WITHOUT YOU. YOU ARE UN- 
DER MY SKIN. YOU ARE МҮ SELF. T HAD YOU 


1 ONCE. THEN ! WAS PERFECTION, KILLING 
1 BND REVELING AND LANGHING WITH JOY. Y 
| | LOST YOU AND RECAIVE A BRUTE, MAD WITH 
i | DESIRE FOR WHAT T HAVE LOST T WANT TO 
[ON KILL MYSELF RIT! CANNOT. MY SHRIVELED 


SKIN RESISTI THE KNIFE-THRUST, MY 
DEAD HEART CANNOT RE STOPPED AGAIN. | 
wm. KILL AY? THOSE PATHETIC WOULD-RE 


LOVERS WHO STAND RETWEEN US. WHEN 


Y SEIZE YOU АТ LAST T WILL DESPAIL YOU 


RAVISH YOU, CONSUME YOU. YOU WILL RE 
ME, TWILL RE PERFECTION, AND LAUGH AND 


| 


KILL AND REVEL ONCE MORE. 
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ZAGREB HANDOUT £4 


SHEET Music witH Lyrics 


I was a weak man yet I dared to raise 
my eyes to your divinity. I said that I 
sought you for another. I lied, even to 
myself. Had I got hold of you I would 
have caressed you, held you, never 
let you go. I was a weak man. I could 
never seize you using my own small 
strength. Yet I longed for you so that I 
made a wish, and my wish came true. I 
saw you on the golden stage, so perfect 
and beautiful. I should have known 
that I was too insignificant to succeed, 
I the unworthy one, a mere bag of flesh 
and squirting blood, singing with sto- 
len lungs. Yet I dared to dream. 

Oh reader of my record remember 


this, I was a weak man. 


ZAGREB HANDOUT #5 


Notes HELD ву A TABLEAUX 
OF STUFFED AANMALS 


I loved you once but now 
no more. Life hurt too much. 
Isought a way to kill the pain. 
I found a path to dreams. 
My love for you was killed. I 
loved the needle more. The 
dreamer opened the path to 
the other world. I tried to sell 
you, tried to sell what cannot 
be bought or sold or raised, 
but I was tricked, swindled, 
fooled. Now I am trapped 
in the dreams I once sought 
and they have become my 
nightmare. 


TATTOOS oN A TAPESTRY OF HUMAN SKIN 


Life rips the weak apart with lion teeth and 


would only give yourself to the strongest of 
m their bones to 
dreams to find the 


souls. 1 ripped others’ k 
rebuild myself. I tore throug 
path to your door. 


Г. claws. I was strong. 1 glimpsed you from 


afar and knew I wanted fs new that you. 


т know that when we meet you will join wit 
me forever. Iam unlike all the other fal who 
whine that they love you. I am strong. 

Yet you stil shun me, you turn your face 
away. I see only one smooth white shoulder. I 


would bite the skin from that shoulder. I would | 


tear and devour. 
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ZAGREB HANDOUT #7 


A Pace Torn FROM A Diary, 
FLUTTERING IN THE WIND 


I loved your shifting 
shape, my dancing, golden 
dream. I tried to take you 
for myself. I failed and fell 
into the abyss. Now you 
mock me in the ceaseless 
wind that never lets me 
rest. You relish my fate, my 
cruel golden one, and yet I 
adore you. I cannot pray for 
my lips are sealed. I cannot 
speak for my jaw is locked. 
Oh give me shelter from 
the heartless ones that gib- 
ber in the frozen wastes. I 
am he who screams at your 
window. I am the blizzard- 
driven dead. 


ZAGREB HANDOUT £8 


SENTENCES WHIRLING IN THE 
Corp Am 


YOU ARE OURS. 
WE DO NOT CARE FOR YOU. 
WE SEEK ONLY THE GOLD. 


WE LONG POR IT AND CLAW POR IT IN 
Я FROZEN HOWL. 


YET WE HAVE YOU. 


WATER. DROP BY DROP. FORMS Я 
LIMESTONE SKIN UPON YOU. 


THE MILLENIA QNROLL WHILE WE 
WHIT IN THE DARK. 


STALAGMITES FORM OVER VOU LIKE 
ICICLES. 


700 ARE ONE WITH THE KOCK. 


YOUR LOVELINESS DOES YOU NO 
GOOD HERE. 


YOU WILL STAY WITH (ó NOW. 


Wonps iN BLoop, HANGING iN Mip— AR 


Flesh of my flesh, skin of my skin. 
7 love yox with the love that de- 


yours all things, lives, гой, worldr, 


b itself When Va return with cophony that surrounds the | 


yoxr thousands of years of i 


and ower and madner you will 


provide one brief chord in the ca- 
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ZAGREB HANDOUT £10 


Wonps Encraveo Uron A Mirror 


А\\ you Who say you love we do vol mprlals con love, for only wprlality Tries To | 
! know Whal love is, You hunger oler daw а krieg wwe oC meaning row 
power, You love The veClezion оС yoursel& yes unending begle wd CCererce, \ Tell 


understands Wal love Truy s WT is a © you дд my белу would. consume you, 
weakness To be explated, a power To be All Those who Truy bve we de, 


Wal wu see n we, Only my master you This, voe. оС you really love me, Sor 
draved, a sickness To be eradicated, Only | 
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VINKOVCI 1923 
Bread or Stone 


Wherein the investigators’ journey is delayed by anarchists, 
and a kiss from a stranger leads them to seek a missing archaeologist 
and his terrible discovery. 


by Ox ap Rios 


AWaAWaAWaAWAWAWAWaAWaAWaAWaAWAWAWAWMA 
This 1923 Soanadte IS Optional 


This scenario is optional. No part of the simulacrum 
is found here, but the Mims Sahis is unearthed, a 
powerful weapon related to The Skinless One. It can 
give the investigators advantage in the coming battle 
against Fenalik, but at terrible risk to their sanity. 


The scenario has direct ties to the Cthulhu Invictus 
scenario “Sanguis Omnia Vincet” and also to the 
Cthulhu Dark Ages scenario “The Dark Crusader’, 
acting as a bridge between those scenarios and the 
1923 campaign. In particular, the Latin manuscript 
which launches “Sanguis Omnia Vincet” is found 
here. 


Keepers wishing for a shorter campaign without the 
historical scenarios can omit this one. Allow the Ori- 
ent Express to pass through Vinkovci without incident. 


There is no map of 
Vinkovci in The Traveler’s 
Companion, as this is a 
surprise stop. Give the 
players the Player’s Map 
of Vinkovci in the ap- 
pendices when they reach 
their hotel. 


Horror on the Orient Express 


THE TITLE OF THIS SCENARIO comes from 
a Croatian proverb, “Check before you bite if 
it is bread or a stone”. The investigation takes 
place in and around the town of Vinkovci, an 
important railway hub in The Kingdom of 
Serbs, Croats and Slovenes. The nation is com- 
monly referred to as Yugoslavia but the name is 
not official until1928. 

Investigators are forced off the train due 
to an anarchist bombing which destroyed key 
track switches. Their attempt to embarrass 
the government backfires and triggers a bru- 
tal crackdown and manhunt across Vinkovci. 
The investigators are stranded in town for three 
days while the track switches are repaired. 

Shortly after arrival the investigators stum- 
ble onto a mystery surrounding a missing ar- 
cheologist and his recently closed dig site. They 
encounter the missing man's daughter, an old 
comrade he served with during the Great War, 
the local cell of the Brothers of the Skin, newly 
created monsters, and a dangerous artifact. AII 
this unfolds against the backdrop of the post 
Great War political unrest and racial prejudice 
plaguing Yugoslavia. 

This scenario has multiple subplots and 
challenges the players with an active and ongo- 
ing investigation. Keepers are advised to read 
through it several times before play. Once the 
antagonists and their motivations are under- 
stood, you can move them like chess pieces. 
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Dr. Moric 


Fenalik is not written into the events here. 
He stays in the shadows, caring only for the 
simulacrum parts. Keepers may involve him if 
needed, but otherwise he waits. 


KEEPER °S INFORMATION 


Archaeologist Dr. Dragomir Moric arrived in 
Vinkovci to excavate a site known as “The Cru- 
sader’s Tomb”. No tomb, it was a secret vault 
belonging to The Order of the Noble Shield, 
a mysterious sect of monastic warriors and 
scholars. The vault contained secret archives 
and occult artifacts. Among them was The Ser- 
pent's Claw, also known as the Mims Sahis, a 
strange bone-handled knife with a blade of flint 
knapped black stone. 

As Dr. Moric struggled to understand his 
findings, the local newspaper Cibalis ran a story 
complete with photographs and unreleased de- 
tails. Dr. Moric dismissed his team and closed 
the site. 

The archeologist was staying at the home 
of prominent local surgeon Dr. Goran Belenza- 
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da. They served together as officers during the 
Great War and remained close friends, despite 
the fact that Moric was a Croat and Belenzada 
a Serb. Troubled over his discoveries, Dragomir 
turned to his friend for advice. 

Dr. Belenzada agreed to investigate the 
strange knife. He took the Mims Sahis to his 
medical laboratory while Moric spent several 
days reading the secret archives. 

What Moric read made him paranoid and 
afraid. He crated up all the materials and stored 
them in Lot 187 at the Pouzdan Zalihi ware- 
house. He wrote to his daughter Jazmina and 
asked her to come to Vinkovci and meet him at 
the Hotel Lehrner. 

Meanwhile, Dr. Belenzada realized how 
special the knife was. Flesh cut by the blade re- 
mained living for hours. His tests became in- 
creasingly bizarre as the Mims Sahis eroded his 
sanity. By the end of the day he had successful- 
ly transplanted a pig's head onto the body of a 
large dog. 

The men compared their findings. Dr. Mor- 
ic told his friend that the artifact was evil and 
dangerous. The Crusaders believed it could be 
destroyed by grinding it into dust, but had been 
unable to generate the necessary force. Modern 
industrial means could accomplish this. 

Dr. Belenzada saw the Mims Sahis as a way 
to help wounded veterans and pioneer new sur- 
gical procedures, and was shocked that an ar- 
chaeologist would seek to destroy a relic. Dr. 
Moric was adamant. Belenzada reluctantly 
agreed, knowing he'd do what was necessary to 
protect it from harm. 

The following evening the two men broke 
into Bulatovic Cement Factory. Dr. Moric lo- 
cated a hydraulic rock crusher capable of re- 
ducing the strongest stone to powder. Belen- 
zada urged Moric to reconsider, but the other 
man refused. The physician drew a pistol and 
shot his friend in the back. 

Belenzada transported Moric’s body to 
the wooded area of Kunjevci and arranged the 
corpse to look like a hunting accident. He re- 
turned to his experiments. 
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The Wolves of Vinkovei 


This small chapter of the Brothers of the Skin has 
been active in Vinkovci since 1918. Their primary 
duties are maintaining a safe house for the Brothers 
in Vinkovci and gathering intelligence. The Vukovi 
also closely monitor activities at the train station, as 
the city is a major railway junction. 

Members of Vukovi Vinkovcima blend into 
Vinkovci as the owners and employees of Hovart 
Brothers, a butcher shop. From there the cult keeps 
tabs on what's going on in town, gossiping with cus- 
tomers from every walk of life. The seven cultists, sev- 
eral of whom grew up in Vinkovci, operate unnoticed 
by authorities. 

Each Vukovi, or wolf, is a skilled observer, trained 
killer, and practitioner of the mystic arts. Like the 
animals they're named after, the Wolves of Vinkovci 
are cunning, well-organized predators, not thuggish 
brutes. They rarely act with haste or recklessness, but 
the pressure and importance of their objective could 
change that. They are loyal to The Brothers of the 
Skin and Selim Makryat, each willing to die to further 
the cult's aims and protect its secrets. 

When the Vukovi were instructed to reclaim the 
sacred Mims Sahis by Selim Makryat himself, they 
were deeply honored. Recovering one of their reli- 
gion's greatest artifacts, lost for more than seven cen- 
turies, becomes their focus of their lives. 

Statistics for the Wolves are included at the end 
of the chapter, and each is named. Cross them off as 
they die. They receive no reinforcements. 


VaWaWaWaWaAWaWaWaAWaAWaWaWaWaAWAW 


Jazmina Moric arrives at the station the 
same morning as the investigators, and begins 
the search for her father. Two subplots support 
the main storyline. 


THE WOLVES OF VINKOVCI 


Lazar Andric was the student who talked to the 
press. Vesna Femic, a charming reporter with 
the local Vinkovci newspaper, was quite per- 
suasive. Lazar snuck her into the dig site and 
allowed her to take pictures. 

Her story “The Crusader's Tomb Revealed” 
(Vinkovci Handout #1) included a photograph 
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of where the knife had been stored. Members of 
Vukovi Vinkovcima, a local cell of the Brothers 
of the Skin, realized it could be the Mims Sahis, 
one of their cult's greatest missing treasures. 

The Wolves reported to their superiors. Se- 
lim Makryat himself ordered them to locate the 
Mims Sahis at all costs. The cultists broke into 
the Crusader's Tomb but found it had been re- 
moved, and by then Moric had vanished. They 
tracked down Vesna Femic and Lazar Andric, 
torturing and killing them. Two cultists now 
wear their faces while their corpses lie undis- 
covered at the bottom of a rubbish wagon. 

Before he died Lazar mentioned that the 
missing archaeologist had sent for his daughter. 
The Wolves intend to capture Jazmina Moric 
when she arrives in Vinkovci. They know noth- 
ing about Dr. Goran Belenzada as yet, but that 
may change. 


STATE OF EMERGENCY 


The authorities in Vinkovci are not concerned 
with a missing archeologist, a break-in at a dig 
site, or even the bodies of a young couple with 
their faces skinned. These things can wait. The 
real crisis is the bombing of the rail switching 
system. 

Vinkovci has a majority Croat population 
while the government in Belgrade is primarily 
controlled by Serbs. The bombing on the Ori- 
ent Express line is a diplomatic embarrassment. 
Local police are soon reinforced by national 
troops from Belgrade under the command of 
Serbian Major Radmilo Boskovic. As the Ser- 
bian military force search the mostly Croatian 
city the tension rises. Vinkovci becomes a mi- 
crocosm of the escalating political friction and 
ethnic divisions growing within the new King- 
dom of Serbs, Croats and Slovenes. 


Arrival in Vinko 


The overnight journey from Trieste to Belgrade 
is eventful. As described at the end of “Cold 
Wind Blowing’, the ghost of Winckelmann ap- 
pears as the investigators leave Trieste andthe 
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AVN ANNAN SM SMS SM Mz: 


Politics of Post Great War 
Yugoslavia 


Politics in Yugoslavia is a complex and volatile subject. It was here 
in Sarajevo in 1914 that Bosnian Serbs assassinated Archduke Franz 
Ferdinand of Austria in response to the Austro-Hungarian annexation 
of Bosnia-Herzegovina. This violent act, planned and supplied by the 
Serbian Military, sparked the Great War, an international conflict un- 
like any seen before. 

With war's end the constitutional monarchy of the Kingdom of 
Serbs, Croats and Slovenes was formed, a move initiated by the Cro- 
ats in concern over the burgeoning Italian territory. The three groups 
shared a virtually identical culture, language, and heritage with some 
religious differences; Slovenians being a mix of Christian and Muslim, 
Serbs being mainly Christian, and Croats mostly Catholic. 

Forming a unified, representative government in a nation popu- 
lated by several passionate ethnic groups proved difficult. There were 
various communist and socialist political movements seeking to shape 
the government in accordance with their ideologies. The government 
became controlled by a Serbian majority who pursued a centralist 
policy at the expense of other cultural identities. 

Serbian political parties were accused of both voter fraud and in- 
timidation. Croatians fought for a voice within the government. In 
1920 the Croatian Common People's Peasant Party (the Hrvatska 
selja ka stranka or HSS) won 1096 of the seats in parliamentary elec- 
tions. When they boycotted several sessions of parliament in protest 
of ultra-nationalist Serbian policies, pro-Serbian groups took advan- 
tage of their absence to pass unopposed legislations and further con- 
solidate their power. In 1928 a member of the pro-Serbian People's 
Radical Party opens fire on members of the Croatian People's Peasant 
Party during a session of parliament, killing two and wounding three 
others. 

These divisions grow deeper during the Second World War, when 
Croatians and Bosnians support the Nazis against the Serbian-domi- 
nated government. With the end of WWII the nation is held together 
by the might of the Soviet Union and the charm of Jozip Broz Tito, a 
wildly popular war hero who became the country's communist dicta- 
tor. After Tito's death in 1980 the smoldering embers of hate grow into 
a bonfire. Several wars rage across the region from 1990 until 1999 as 
Yugoslavia fractures into five separate nations. These brutal conflicts, 
marked by ethnic cleansing and various crimes against humanity, 
stand as one of the greatest human tragedies of the 20th century. 
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lloigor of Postumia drain their 
magic points until they are past 
Ljubljana. 

At the keeper's option, the in- 
vestigators might have had a very 
strange dream near Zagreb (“In 
a City of Bells and Towers"), and 
some of them may still be asleep 
and unable to wake. And finally, 
Fenalik is active in the night—ef- 
fective scenes to use here include 
the reassembly of the simulacrum 
in somebody's bed, and the hypno- 
tized passenger (refer to "Strange- 
ness on the Train, in the Paris 
chapter of Book 2). 

The investigators are prob- 
ably unsettled, in need of sleep 
and looking forward to their mid- 
morning arrival in Belgrade. As it 
happens, the train is delayed. 


SLOW TRAIN 


The train is scheduled for a brief 
stop in Vinkovci at 6:15 A.M. Be- 
fore dawn the train slows almost to 
a halt, and then creeps slowly for- 
ward. The investigators are prob- 
ably asleep, but the lack of motion 
may rouse them. Outside the fields 
are covered in snow. 

By 8:30 A.M. the train is still 
several miles away. Restless passen- 
gers start to complain. The Chef de 
Train apologizes for the delay and 
explains that there is a mechani- 
cal problem at Vinkovci. People 
grumble as they wait. The con- 
ducteurs supply newspapers, in- 
cluding week-old copies of the lo- 
cal paper, Cibalis. 


THE NEWSPAPER STORY 


Cibalis is entirely in Serbo-Croa- 
tian, and thus it is unlikely that the 
investigators can read it. However, 
the front page has an interesting 
photograph of what looks to be an 
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archaeological dig. The photograph shows an 
underground vault, with tools and artifacts laid 
out on the floor. 

A few locals are reading the paper, includ- 
ing an English teacher from Zagreb who is do- 
ing one of the word puzzles. If the investiga- 
tors enquire, he is pleased by their interest in 
local affairs, and translates the story for them 
(Vinkovci Handout #1). 


ARRIVAL 


At 9:17 A.M. the Orient Express finally pulls 
into Vinkovci railway station. A dozen uni- 
formed police officers stand on the platform, 
some armed with rifles. The Chef de Train 
makes an announcement in a measured tone 
designed to minimize panic. "Ladies and gen- 
tlemen, there has been an incident which has 
caused an unavoidable delay to our passage. I 
regret that you must all disembark. Please have 
your passports ready for inspection." 

Passengers queue to have their papers 
checked by local police. Listen rolls overhear 
people on the platform talking about a bomb- 
ing and damage to the tracks or switches. Wel- 
come to Vinkovci. 


QUESTIONS 


Passengers have their passports checked and 
rechecked before being interviewed by Captain 
Velemir Karkunica, a stern and humorless Bos- 
nian police commander. Investigators are asked 
a number of questions, such as ^Have your ever 
visited the region before? What is your pro- 
fession? Are you a member of the communist 
party? What do you know about the Ljudi Pra- 
vosude Vojska (LPV or People's Justice Army)? 
Are you a veteran? If so, do you have any knowl- 
edge of the use of explosives?" 

If investigators answer these questions 
without giving suspicious replies they are dis- 
missed. However, if the investigators act rudely 
or attempt to be witty or evasive, things go bad- 
ly. Captain Karkunica is a proud man with little 
patience and an abundant temper. 

If an investigator lands on his bad side, 
Captain Karkunica orders his men to search 
their luggage. The contents are dumped onto 
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VINKOVCI HANDOUT £1 


"THE CrusAper’s Tomes 
REVEALED! 


x x 
| 
i Three months ago construction was halt- ' 
! ed on the Nikola P. Pašié School when work- ! 
| ers discovered an underground structure ! 
while digging a foundation. Dr. Dragomir 
[ Moric, an archeologist from the University i 
' of Zagreb, identified the site as a 12th or І 
! 13th century Crusader's tomb. Dr. Moric's 
i team began excavations and since then no i 
information has been made public. But this 
I reporter has learned through an exclusive Í 
| source that the Crusader's tomb is more li- i 
! brary than final resting place. The site is filled ! 
| with documents and treasures looted from I 
! Constantinople by Crusaders returning from ! 
| the Fourth Crusade. ! 
! Why would Dr. Moric keep these discov- ! 
| eries secret? My source informs me that a | 
І prominent Croatian crusader, Sir Miho of | 
! Dubrovnik, is connected with this site. Is Dr. ! 
! Moric, himself а Croat, attempting to hide I 
! the fact that Sir Miho created this tomb to ! 
! hide treasures he looted during the sack of ! 
І Constantinople? Is Dr. Moric protecting an i 
! old family secret passed down through the ! 
I centuries? | 
! This discovery belongs to the people of ! 
' Vinkovci, and we hope that Dr. Moric from | 
' Zagreb will soon give a full account of his | 
findings. 
I 1 
| 
i ! 
1 1 


the ground and kicked about by the wet and 
muddy boots of his officers. The Chef de Train 
rushes over to vouch for the investigators and 
smooth things over. The investigators are dis- 
missed and allowed to gather their possessions 
and leave the station, but the Captain remains 
suspicious of them for the remainder of their 
stay. 


STRANDED IN VINKOVCI 


After the passport check, an official from the 
Compagnie Internationale des Wagons-Lits 
addresses the passengers. He apologizes, and 
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ДАА! А А А! А! А А\ А) А /А\ А! А! у 
Sleeping Sickness 


Some of the investigators may still be asleep as a result 
of their night in Dream Zagreb, as described at the 
end of the optional scenario *In a City of Bells and 
Towers". Those afflicted will not wake until 3:10 A.M. 
the following morning. Arranging transport and 
treatment for a sleeping comrade is a complication 
to deal with on arrival. Keepers should emphasize the 
strangeness of the symptoms; there is no clear indica- 
tion at this stage that the sleeper will ever wake. 

If the sleeper is taken to the hospital, it is possible 
that the diagnosis is done by Dr. Belenzada, unaware 
of how their fates will soon be intertwined. 

In the unlikely event that all investigators have 
succumbed, the keeper should call for Luck rolls and 
let the luckiest investigator awake early so that the 
scenario can begin. 


WWW WWW 


explains that the train cannot proceed on to 
Belgrade until repairs to the track are made, a 
process which will take three or four days. He 
informs them that the track switches were de- 
liberately bombed by anarchists, but quickly as- 
sures everyone that no one was hurt and the pas- 
sengers' safely was never at risk. “These things 
happen in this part of the world’, he explains. 
Several of the other passengers are upset at 
the delay and their treatment by the authori- 
ties, while others seem thrilled by the unexpect- 
ed excitement. A few passengers, mostly Austri- 
ans and Russians, have been detained by police. 
The official presents three options: 


> They can remain in Vinkovci and re-board 
the train once service is restored. 


y They can find their own way to Belgrade 
by motorcar, where they can re-board the 
train. 

> The train they just disembarked from will 
return to Zagreb. They can ride back to 
Zagreb and continue onward once service 
is restored. 
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WAITING IN VINKOVCI 


The Compagnie has reserved and paid for a 
block of rooms at the Lovacki Dvorac hunting 
lodge for those passengers who choose to wait 
in Vinkovci. The lodge offers guided hunting 
and fishing trips as well, and the company will 
also pay for passengers interested in taking one. 
The official hopes this makes up for the incon- 
venience of the delay. 

“Once you arrive at Lovacki Dvorac please 
remain there, unless on an escorted tour by the 
hotel staff”, he explains. "Vinkovci is likely to be 
a chaotic place until the authorities catch the 
anarchists.” 

Porters unload the remaining luggage and 
taxis are summoned to ferry everyone to the 
hotel. A town map is on page 157. 


А SUDDEN GREETING 


Investigators who specify they are being alert 
may make Spot Hidden checks. If success- 
ful they see one of two people. A lovely, well 


 AVaWaWaAWaWaAWaAWaWaAWaWaAWaWaAWAW 
Events in Vinkovci in 1923 


The welfare of war veterans or the ‘invalid ques- 
tion’ is a contentious issue across the Kingdom. 
Around 40% of the Serbian army were killed fight- 
ing the Austrians to a standstill, and the wounded 
are prominent. Many Croatian soldiers fought on 
the Habsburg side, and also want fair treatment. 
Disabled veteran groups are formed first in Belgrade 
and Zagreb and then other towns, and 6,000 dis- 
abled veterans and civil servants protested outside 
the parliament in Belgrade in late 1922. The societies 
amalgamate into one Society for War Invalids at the 
beginning of 1923. 

Disabled veterans can be seen in the streets of 
Vinkovci and in other towns across the Balkans, 
a constant reminder of the horrors of the recent 
conflict. 
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VA AAA NUN UN AN ANA AAA ANA 
About Vinkovci 


Vinkovci is an ancient town within the Kingdom of 
Serbs, Croats and Slovenes, commonly referred to 
as Yugoslavia. It was once known as Colonia Aurelia 
Cibalae when this region was the Roman Province 
of Pannonia. Constantine fought against Licinius 
here in 314. Two emperors, Valentinian I and Valens, 
were later born in Cibalae. 

The population of Vinkovci in 1920 is 10,000, 
with about a quarter of German descent. The town 
was part of the Habsburg Monarchy and Austrian 
Empire for 400 years and was the home of the Brod 
regiment, acquiring its distinctive baroque two-sto- 
ry civic buildings during the 18th century. Austro- 
Hungarian rule ended in 1918. 

The town has a mild climate and lies on the flat- 
lands along the Bosut River. However the river is not 
used as a waterway as Vinkovci serves as a major rail- 
way hub within the Kingdom. Visitors to the town 
can enjoy hunting and fishing—sportsmen from 
across Eastern Europe visit Vinkovci for this purpose. 

The streets are wide, the pace of life is slow. Onion- 
domed buildings stand next to baroque mansions. 
Horse and cart are more common than automobiles. 
Electricity is not connected in Vinkovci until 1930. 
The Orient Express only pauses here long enough to 
take on supplies as the city is seldom the destination 
of international travelers. 


VaWaWaWaWaAWaAWAWaWaWaWMaMAWaWAW 


dressed woman suddenly darts behind a lug- 
gage rack before dashing into the women's toi- 
lets. A man in a fisherman's cap and overcoat is 
following the woman, but loses sight of her in 
the crowd. The man is also keeping a wary eye 
on the police. 

The woman is Jazmina Moric, only daugh- 
ter of Dr. Dragomir Moric. If a female investi- 
gator goes into the bathroom she finds Jazmi- 
na locked in a stall. A Listen roll they can hear 
her catching her breath, opening a suitcase and 
loading a revolver. She stays in the stall until 
the investigator leaves. 

As investigators reach the curb and wait for 
the next available taxi they see the woman car- 
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rying a suitcase, followed by the man in the dark 
cap. Suddenly, she moves towards the investiga- 
tors, calling out a greeting in English. Jazmina 
kisses and embraces a random male investiga- 
tor, whispering in his ear "I'm being followed; 
please let me share your taxi” She then smiles 
warmly at him, waiting for his reaction as the 
taxi pulls up and their luggage is loaded onto it. 


THE WOLVES CLOSE IN 


The Vukovi Vinkovcima cultists panic, seeing 
their target suddenly bolstered by the investi- 
gators. Despite the nearby police presence they 
move. The man following her rushes forward, 
calling out in Serbo-Croatian as a delivery truck 
pulls up and stops beside the taxi. Two other 
men jump out, intent on capturing Jazmina. If 
the investigators make any move to assist, they 
attack. The man trailing her is Jakob Turato; 
the two exiting the truck are Andro Turato and 
Bojun Kasun. Tereza Turato is driving and does 
not join in the combat. 

Jakob attacks with a small knife, while An- 
dro and Bojun draw their revolvers. Jazmina 
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focuses on escape, but if cornered she draws a 
.38 caliber revolver from her purse. Investiga- 
tors can dive into the taxi and speed away after 
the second round of combat. 

Otherwise combat lasts four rounds until 
halted by a shrill police whistle. The cultists im- 
mediately dive into their vehicle and flee. If a 
Vukovi cultist is captured or otherwise unable 
to escape he is shot in the head and killed by his 
companions as they pull away. Keepers should 
try to ensure that some of the cultists escape 
and Jazmina Moric ends up with the investiga- 
tors. (Should the investigators not assist at all, 
Jazmina uses her revolver to keep the cultists at 
bay until the police arrive, but is then arrested.) 

Police, with their rifles and side arms at 
the ready, flood out of the train station drawn 
by the screams of witnesses and possible gun- 
shots. Wise investigators should realize the dan- 
ger they are all now in. Jazmina Moric certain- 
ly does. She pulls an investigator towards a taxi 
and calls out in English, “We need to get out of 
here before we're all thrown in jail or shot!" 


CO-OPERATION 


Investigators new to town may feel they have 
nothing to fear, and that co-operation with the 
local authorities is best. Solid credentials backed 
up by Persuade and Credit Rating are required 
to keep them from being suspected of involve- 
ment in the bombing. See the section The Local 
Authorities, below. 


JAZMINA Morc 


Jazmina is in her late twenties. She is well edu- 
cated, speaking seven languages. She is outspo- 
ken and independent, especially on matters of 
Croat sovereignty. An attractive woman, Jazmi- 
na usually downplays her looks to avoid com- 
plications. 

Jazmina is close to her father and knows 
him to be capable and intelligent. She won't 
leave Vinkovci until she has found him. His 
troubling letter and subsequent disappearance 
fill her with dread and simmering anger. Jazmi- 
na knows as both a woman and a Croat, the 
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LETTER FROM Dr. DRAGOMIR 
Moric (N ENGLISH) 


Dearest Jazmina, 


This Site is very unusual. І am 
Sure the structure isnt а tomb. 
Live learned Some things about 
the Order of the Noble Shield and 
their Ai story... most of it Shott/d 
not Ze made publie. Details of the 
excavation including Photographs of 
the site were leaked to the local 
press. The Story was rreant AS an 
attack against my character, but Z 
now fear for the Security of the 
fnd. 


There are various documents and 
artifacts which wold бе gute 
valuable to an unserupulous 
collector. L am Sorry for being 
vague but Z dare not write more in 
case this letter 15 intercepted. Z 
dont know who to Crest, Someone 
On PY team 1S likely working a ада msc 
me. I need P dd Zo come Zo Vinkovar 
al once. IM ge wating for you ac 
the Wote/ LeArner. Don 2 tell an/one 


you "e Cort, ng. 


LK Го not there ГІІ leae а 
message for you ac the front desk. 
Once you get Zo Coton Speak Zo no 
Sne; Jast ge directhy to the hote/. 
x explain everything in Person. 
Hopetulhy ZW hae most of it 
Sorted out Ly the time Voz arrive. 
І hate to possiély put you in 
danger but I dont know who else 
Z сап trust. Please bring my Service 
revolver and the box of aniritinition 
VA keep in oy Study. They are next 
бо PY “аогге Zook; Voz shott/d 
remember the one Z mean. 


Father 
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Serbian authorities won't take her accusations 
serlously, so perhaps the foreign investigators 
can help. 

Jazmina is a valuable asset in this and fu- 
ture situations. She knows the complexities of 
her country's politics and society, and her lan- 
guage skills should prove helpful. She is a good 
shot with a handgun, instructed by her army- 
trained father. Jazmina is a suitable candidate 
for a replacement investigator, should their stay 
in Vinkovci prove fatal. 


A CONVERSATION 
WITH JAZMINA MORIC 


Jazmina is grateful for the investigator's assis- 
tance, and apologizes for being so forward. She 
begs them to drop her off at the Hotel Lehrner. 
Her father's letter said to speak to no one, but 
heroic assistance earns her trust, and she has 
no-one else to turn to. 

She willingly explains her situation: 


› She has no idea who those men were or 
why they were following her. 


y She received a letter from her father, Dr. 
Dragomir Moric, asking her to join him 
here (see “The Missing Archeologist"). 

> He isin Vinkovci conducting archeological 
research at a site called “The Crusader’s 
Tomb” (see “The Crusader’s Tomb”). 


> Someone broke into the dig site, took 
pictures and published a slanderous 
story about her father. He suspected that 
someone leaked the information, so he 
closed down the dig and dismissed his 
team (see “The Missing Reporter”). 


> Her father is staying with a Serbian friend 
in Vinkovci, a comrade from the war. She 
has never met him but her father speaks 
highly of him. His name is Dr. Goran 
Belenzada and she has his home address 
(see “Looking for Dr. Moric”). 


y Her father instructed her to talk to no one 
until he can explain everything in person 
(see “The Trail of Clues”). 

› She asks the investigators to escort her into 
the hotel and wait until her father arrives. 
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If investigators ask to see the letter, Jazmina 
takes it out of her purse (Vinkovci Handout 
#2). If they did not read the newspaper story 
while on the Orient Express, she has a copy in 
her suitcase (Vinkovci Handout #1). 

Investigators making a successful Psychol- 
ogy roll determine that Jazmina is truthful in 
her claims, and deeply concerned for her fa- 
ther’s safety. 


Ovddness In Ihe EM 


Jazmina explains some anomalies in the letter. 
Her father wrote in English, where he would 
normally write in Serbo-Croatian. He stores his 
service revolver in a locked box in his bedroom, 
not his study. Jazmina has the weapon in her 
purse, a .38 caliber revolver. The note about 
“his favorite book" is a clue (see “The Trail of 
Clues”). If asked, Jazmina knows it to be Gib- 
bon's Decline and Fall of the Roman Empire. 


THE WOLF'S TAIL 


The Wolves of Vinkovci fail to abduct Jazmi- 
na Moric. However, her rescue offers a new 
option—surveillance. The cultists will allow 
Jazmina Moric and her new investigator allies 
to find the Mims Sahis for them. For the re- 
mainder of the scenario they follow, watch, and 
wait. Once the Mims Sahis is found, they plan 
to claim it and kill all witnesses. 

The investigators stand out in this city, 
making them easy to shadow. If they check to 
see if they're being followed, keepers should 
allow a Spot Hidden roll at Hard difficulty. 
The cultists are locals. They blend in with the 
population and know the area well. They keep 
their distance and melt away if discovered. 
They back off for a few hours and reacquire 
the investigators when their guard is lower. 

If the investigators manage to spot them 
and succeed in Hard Stealth rolls to türn the 
tables, they may be able to follow them back 
to the Hovart Brothers butcher shop. 
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Driveway 
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Butcher Shop 


If the investigators trace the wolves (see “Odd- 
ness in the Letter”) they may lead back to this 
location. The butcher shop is a legitimate busi- 
ness. The cult conducts its ritual killings offsite, 
and ranges far to find victims who will not be 
missed. Those who disappear in snowstorms 
have often met a more hideous fate. 

The butcher’s has a front shop and coun- 
ter. The specialty is kulen (flavored sausage). 
Behind the counter is a table with sharp knives 
for cutting, and a store room out the back has 
hanging meats. An attached garage contains the 
delivery van used in the attack at the station. 

There are usually three Brothers at the shop. 
If Jazmina Moric walks in here, it is unlikely 
they would let her leave alive. 

Should the investigators manage to track 
down and defeat the Brothers in their shop, it is 
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possible that one or two lone wolves are absent. 
Undeterred, they continue the hunt. 


THe Ноте, LEHRNER 


This two-story coach house in southern 
Vinkovci is a local center for culture. Concerts 
and music recitals are held here, and the rooms 
are spacious and clean. Other than Bosnian- 
Serbo-Croatian, some staff members know a 
little German. 

Jazmina moves cautiously towards the ho- 
tel's front desk, glancing about in hopes of see- 
ing her father somewhere in the lobby. She asks 
the clerk for Dr. Moric, but the registry has no 
one by that name as a guest. Jazmina is crestfall- 
en. Finally she asks if there are any messages for 
a Jazmina Moric. The clerk checks, and hands 
her a sealed envelope with the initials JM. 

Inside the envelope is a cryptic message 
(Vinkovci Handout 23) left by Dr. Moric for 
his daughter. It is the first of a series of clues 
leading to Lot 187, the contents of the “Crusad- 
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er’s Tomb.” keepers should consult the Trail of 
Clues section for more. 

Jazmina’s first priority is to find her father. 
She asks the investigators to help her locate Dr. 
Goran Belenzada, the friend he was staying with 
while in Vinkovci. See “Looking for Dr. Moric.” 


Lovacu Dvorac Lope 


Translating roughly to “The Hunter’s Manor”, 
the Lovacki Dvorac is a massive estate turned 
into a luxury hunting lodge. The rooms are 
oversized, with roaring fire places and large 
beds. The décor is hunting themed, with 
mounted trophies, stuffed animals and bear 
skin rugs. Lovacki Dvorac is run by the Lon- 
car family, who do their best to make every- 
one feel at home but have little experience 
with large numbers of international guests. 
The Loncar family speaks German in addition 
to their native Croat. 

The kitchen serves up hearty local dishes, 
such as Sarma (stuffed cabbage rolls), Pod- 
varak (stuffed meat with sauerkraut) and Cev- 
api (fire roasted kebabs). Exactly what is pre- 
pared depends on what game guests managed 
to bring down on the daily guided hunts in the 
nearby Kunjevci hunting preserve. Their cel- 
lar has a wide selection of local spirits, such as 
Rakia (strong liquor distilled from fermented 
fruits, similar to brandy), Graševina (a white 
wine), and Pelinkovac (a bitter liqueur). 


VINKOVCI HANDOUT #3 


Note From THE Hort. 
L EHRNER 


! Zagrebacka / Zvonarska / Kralja 
Zvonimia 


Be careful. I love you. 


The People's Justice Army 
(LPV) 


This fictitious group is behind the bombing of the 
Vinkovci railway switches. Their dozen members, 
eight men and four women, are all young Croats 
outraged by Serbian political domination. They were 
forced out of more mainstream political organiza- 
tions, like the HSS or the League of Communists of 
Yugoslavia, for suggesting acts of destructive vandal- 
ism. These outcasts formed their own group, the Peo- 
ple's Justice Army or Ljudi Pravosude Vojska (LPV). 


VaWaVaVaWaWaWaAWaAWaAWaWVaWaWaAWAW 


About half of the Orient Express passen- 
gers are appalled at the accommodations. 
They either demand to be taken back to the 
station so they can return to Zagreb, or make 
arrangements to be driven on to Belgrade. 
Others make the best of things, while some 
are thrilled at the unexpected chance to do 
some hunting. 


|nvesliqalions 


Exactly how the scenario unfolds from this 
point is up to the investigators. Below are sev- 
eral avenues they are likely to explore. Some 
actions trigger events and reveal new areas of 
investigation. 
The primary threads and the triggers are: 
> "Looking for Dr. Moric” (searching for the 
missing archaeologist). 
> "The Local Authorities” (triggered should 
investigators go to the police). 
> "The Crusader’s Tomb" (investigations at 
the archeological site). 
› "The Missing Reporter" (locating the 
missing reporter and her source). 
› "The Trail of Clues" (finding the missing 
artifacts). 
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Scenario Timeline 


While the investigators are moving about Vinkovci the 
authorities are hunting down the LPV bombers. The 
actions of the police and the troops may cause com- 
plications. 


ONE WEEK AGO—Cibalis publishes the story about 
the dig site. Dr. Moric closes the tomb and removes the 
artifacts. He writes to Jazmina. 


SIX DAYS AGO—Dr. Moric gives the Mims Sahis to 
Dr. Belenzada to study, while he reads the accounts 
from the Order of the Noble Shield. 


FOUR DAYS AGO—Dr. Moric insists on destroying 
the Mims Sahis. Dr. Belenzada murders Dr. Moric and 
takes his body to the Kunjevci hunting area. 


The Wolves of Vinkovci kill Vesna, and then Lazar. They 
start watching for Jazmina Moric. 


DAY ONE—The track switches are bombed at 5:00 
A.M. 


The Orient Express arrives at 9:17 A.M. The investiga- 
tors and Jazmina arrive. 


At 6:00 P.M. one hundred national troops arrive in a 
column of trucks, motor cycles, and on horseback. 
Their commander, Major Radmilo Boskovic, is driven 
up in a military staff car. The level of tension across the 
city rises sharply overnight. 


DAY TWO— Uniformed national troops, 80% of whom 
are Serb, are everywhere; rounding up suspects, check- 
ing people’s papers, and searching for the LPV. Road 
blocks are set up. Their tactics are heavy-handed and 
largely resented by Vinkovci's Croat population. 


Major Boskovic implements a curfew, instructing ev- 
eryone to be off the streets by 7:00 P.M. Those defying 


curfew are subject to arrest. 


DAY THREE—TIf the investigators have not yet discov- 
ered the body of Dr. Moric, he is found this morning by 
a hunting party from the Lovacki Dvorac lodge. 


Major Boskovics men stumble upon the LPV safe 
house at 11:00 A.M. Gunfire can be heard from the 
west across Vinkovci. One soldier is killed and two oth- 
ers wounded. The LPV is finished; eight are fatally shot, 
riddled with gunfire from overzealous national troops. 
Two men and two women escape. Later that afternoon 


the four surrender to local Vinkovci (Croat) police. 


Curfew is relaxed that night as the troops celebrate their 


victory. 


DAY FOUR— The track is repaired this day, and east- 


bound service resumes for the Orient Express. 


Major Boskovic takes possession of the LPV prisoners. 
They are put into a truck under guard, and transport- 
ed back to Belgrade. However during the trip the four 
somehow manage to "escape". The government troops 
are "forced" to defend themselves and the prisoners are 
shot somewhere between Vinkovci and Belgrade. Inves- 
tigators may read of this afterwards if they have already 


left town. 


VaWVaWaWaWaWaWaAWaWaAWaWaAWaWaWaAWaWaAWaWaAWaWaWaAWaWaAWaWaAWaWaWaAWaAWA 


“Lot 187” (the notes and artifacts 
discovered after “The Trail of Clues"). 
"The Cudoviste" (triggered by speaking to 
Dr. Belenzada about Dr. Moric) . 
"The Laboratory" (confronting Dr. 
Belenzada in his medical research facility). 
"The Mims Sahis" (attempting to destroy 
the Mims Sahis). 
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Looking tor Dr: Moric 


Jazmina’s only lead is Dr. Goran Belenzada, his 
friend in Vinkovci. She knows almost nothing 
about him other than he’s a brilliant surgeon 
and a retired military officer who served with 
her father. She has his address. 

Finding and talking to Dr. Belenzada is itself 
a challenge. Currently obsessed with the Mims 
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Sahis, Dr. Belenzada is rarely at home. His stan- 
dard daily routine is nearby. Keepers may feel 
free to vary this, using Luck rolls to determine 
if the investigators find him. 


BELENZADA'S HOME 


Dr. Belenzada has a large two-story house 
in town. His niece, Kamila Hanak, acts as his 
maid. Miss Hanak keeps house for him between 
the hours of 7:00 A.M. and 5:00 Р.М. 

If investigators catch Dr. Belenzada when 
he's at home, Miss Hanak shows them into a 
sitting room while she fetches him. See “Meet- 
ing Dr. Goran Belenzada” 

If they visit while Dr. Belenzada is out, she 
explains that the doctor is a very busy man who 
is seldom home. She informs them that he'll 
likely be at the General Hospital. She is unaware 
of his research facility. She can confirm that Dr. 
Moric was a guest here, but has not been home 
for three days. The doctor is very concerned 
about him. 


OPCA BOLNICA VINKOVCI 
(VINKOVCI GENERAL HOSPITAL) 


At the hospital Dr. Belenzada treats patients, 
assists in surgeries, and consults with fellow 
physicians. He performs free medical exams 
and treatments for crippled veterans, and he is 
active in the campaign to set up a disabled vet- 
eran's organization in Vinkovci to match those 
in Zagreb and Belgrade. 

If the investigators find Dr. Belenzada at 
the hospital, they should make a Credit Rat- 
ing, Persuade or Fast Talk roll. If they fail they 
are told that Dr. Belenzada is booked solid for 
the rest of the day. However he does invite 
them to join him for breakfast at his home, 
tomorrow morning at 8:00 A.M. sharp. If the 
above roll is successful, a nurse takes the in- 
vestigators to a private office while they fetch 
Dr. Belenzada. In this case keepers should go 
to the “Meeting Dr. Belenzada” section. 

If he is not at the hospital and investigators 
inquire about his possible whereabouts, they 
should attempt a Credit Rating, Fast Talk or 
Persuade check as above. If successful, they are 
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told Dr. Belenzada is most likely working at his 
medical research facility. An address is provided. 


VISITING THE FACILITY 


Dr. Belenzada conducts his research on a con- 
verted farm surrounded by a six foot brick wall 
topped with barbed wire. Anyone approaching 
the facility detects the odor of animals. Those 
making a successful Listen roll detect the muf- 
fled sound of dogs, pigs, and sheep. 

The compound is described in full with 
an accompanying map in the section “The 
Laboratory.” 


THE VETERANS 


Three disabled veterans provide security and 
maintenance. The men live here full time and 
each owes Dr. Belenzada their lives, as he was 
the surgeon who initially treated their battle- 
field injuries. They don't let anyone roam the 
facility unless given permission by Dr. Belen- 
zada personally, but may allow visitors inside 
to wait while they check to see if he’s available. 
Visitors to the facility are never left unattend- 
ed. If trouble arises each man is armed and is 
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Dr. Belenzada's 


Daily Routine 

1:00 A.M. — 7:00 A.M. Asleep at home 

7:00 A.M. — 8:30 A.M. Awake at home, 
getting ready 

8:30 A.M. — Midday Opca Bolnica 
Vinkovci (Vinkovci 
General Hospital) 

Midday — Midnight At his private medi- 


cal research facility 
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a crack shot with a pistol, in spite of their dis- 
abilities. They are: 


Nenad Zupan: A Serbian, missing his right arm. 


Mihael Loncar: A Serbian, missing his left arm 
and disfigured by burns. 


Branko Jankovic: A mute, wheezing Slovene, 
missing his right eye (injuries caused by shrap- 
nel and a near fatal case of Spanish Flu). 

If Dr. Belenzada is here one of the men goes to 
the Surgical Lab to see if he's available and re- 
turns with him a short time later. The physician 
explains that he's quite busy, but when told the 
enquiry is about Dr. Dragomir Moric, he looks 
concerned and invites them into the office. 


Dn. GonAN BELENZADA 


This Serbian doctor is about fifty three years 
old, a bit pudgy, and balding. He was a brilliant 
and wealthy surgeon even before the Great War, 
and served his country as a surgeon in the Ser- 
bian army. The horrors of war filled him with 
a passion for not just saving lives but restoring 
the broken bodies of his fellow veterans. 

Goran is very intelligent, and carefully 
chooses his words while speaking passionately 
about his work. He prefers the company of oth- 
er veterans and his research animals to that of 
regular people. 

Dr. Belenzada works at Vinkovci General 
Hospital and volunteers his time for the vet- 
erans, but his primary focus is on medical re- 
search. His private facility is funded from his 
personal fortune. 

Dr. Belenzada is developing new surgi- 
cal procedures to better the lives of crippled 
and disfigured veterans. His published papers 
have furthered the new field of cosmetic re- 
construction. He regularly performs vivisec- 
tions on dogs, pigs, sheep, and occasionally 
more exotic animals like chimpanzees and 
gorillas when available, to test surgical the- 
ories. His ultimate goal is the successful re- 
placement of damaged limbs and organs 
through surgical transplantation. 
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At his core Dr. Belenzada is a good man try- 
ing to do a noble thing. However the Mims Sa- 
his has corrupted him with the promise of a 
short cut through decades of research. The ar- 
tifact has already driven him to murder a close 
friend; he will not let it go easily. 


MEETING DR. GORAN BELENZADA 


Wherever the investigators manage to speak 

with the Serbian physician he apologizes for 

his full schedule and limited time. Dr. Belen- 

zada relates the following information about 

his ^missing" friend Dragomir, doing his best to 

avoid lying whenever possible: 

> Dragomir was staying with him but they 

did not see one another much because of 
their busy schedules (true). 


> Dragomir became worried about some 
things he found at the Crusader's tomb and 
felt they were dangerous (true). 


> Dragomir was furious and became 
paranoid when stories about his excavation 
were in the paper (true). 


> Dragomir felt some of the items found in 
the Crusader's tomb were dangerous, even 
wicked, but Dr. Belenzada did not agree, 
and tried to remind him of his scientific 
obligations (true). 


> Dragomir got angry with him, became 
illogical and refused to listen to reason 
(true, to Dr. Belenzada's perception). 


> He hasnt seen him for several days (true). 


> He suspects he might have gone to 
Kunjevci, a forest a few kilometers south of 
Vinkovci popular with hunters (true). 


> One of his shotguns went missing about 
the same time Dragomir stopped returning 
to his home (true). 
> He hoped Dragomir had returned to 
Zagreb because all of his things were gone 
(vague, truth mixed with lies). 
After answering the investigators’ questions Dr. 
Belenzada ends the meeting, explaining that he 
must return to his work. 
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AFTER THE MEETING 


After meeting the investigators the doctor tries 
to resume his experiments with the Mims Sa- 
his, but the visit has rattled him. He becomes 
paranoid and immediately sequesters himself 
at his medical research facility. He remains 
there, eating and sleeping in his apartment 
above the main office while sending his secu- 
rity guards out for anything he might need. He 
does not return to the hospital or his home af- 
ter this. 

Dr. Belenzada then has an idea. He makes 
something in his laboratory to protect him and 
the Mims Sahis. He cobbles together a cudov- 
iste, a monster made from the parts of living 
animals and human cadavers. Dr. Belenzada 
sets the monster loose with instructions to find 
and kill those who visited him earlier that day. 
While this creature is out hunting he makes 
several more to help protect the facility, in case 
the investigators return to take the Mims Sahis 
from him by force. He also restores the bodies 
of his loyal guards, using the limbs and organs 
of a chimpanzee. 
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Keepers can now run events listed in “The 
Cudoviste" section, and the changed guards 
described in the section “The Laboratory" are 
now on duty. 


KUNJEVCI 


The body of Dr. Moric is hidden in the Kunjev- 
ci hunting preserve, located 3.25 miles south of 
Vinkovci. Kunjevci is well known across East- 
ern Europe for its excellent hunting, especially 
of fallow deer and mouflon (large wild sheep). 

Once in the area investigators can search 
the six most popular hunting trails. Each trail 
takes about 1 to 2 hours to hike and, if chosen 
randomly, investigators have a 1 in 6 chance 
of choosing correctly. Investigators can search 
multiple trails by splitting up. 

About a mile down one of the hunting trails 
the investigators, if specifically looking, can de- 
tect a strange shape lying about twenty yards 
off the main path. It is the corpse of a man ly- 
ing on his back, his face blown away by a shot- 
gun blast. A double barrel shotgun lies beside 
the man, one spent shell still within it. 

If Jazmina is here she recognizes her father 
from his build and clothing. Otherwise investi- 
gators learn the man’s identity by examining his 
wallet, which contains his identification papers. 
Jazmina is crushed, but her despair soon turns 
to resolve as she declares that her father would 
not have taken his own life. Someone is respon- 
sible, and that someone will pay. 

Investigators examining the scene uncover 
the following abnormalities: 

> The body is dressed in a dark suit and 
dress shoes, hardly the proper clothing for 
hunting 

y There is very little blood here; Medicine 
confirms it is too little, considering the 
man’s grievous wound 

> A Track roll discerns that someone dragged 
something off the trail to this location and 
then returned unburdened 

› A Spot Hidden notes that the shoes and 
lower legs are covered in gray dust; Science 
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(Geology) identifies this as powdered 
granite 


y. There is grease on the man’s fingers and 
a smear on his jacket; Mechanical Repair 
roll identifies this as hydraulic fluid 


> The body has a small caliber bullet 
wound in the back which punctured his 
lung. There is no exit wound (requires a 
successful Spot Hidden to notice). 


If the investigators do not find the body, at the 
keeper's option a hunting party from the lodge 
finds it on Day Three. 


WRONGFUL DEATH 


If thr investigators find the evidence it is easy 
to surmise that this is a murder staged to look 
like a hunting accident. An investigator per- 
forming an examination of Dr. Moric's body, 
and a successful Medicine roll, realizes the 
bullet wound in the back was fatal and the 
shotgun blast was done post-mortem. 

This was a wrongful death, but getting the 
Serbian authorities to agree proves impossi- 
ble. To them it is a clear case of suicide, and 
secondary to the search for the LPV. They 
simply do not care about a dead Croatian 
right now. 

If the investigators push the case, using 
Medicine to point out the fatal wound and 
Persuade to state the facts, it has an unde- 
sirable result. Major Boskovic becomes con- 
vinced that Moric must have been involved in 
the LPV plot, but fallen out with his co-con- 
spirators. He seeks to arrest and interrogate 
Jazmina, who must disguise herself to avoid 
capture, cutting off her long hair and wear- 
ing a hat and overcoat. Nothing will stop her 
search for revenge, not even the Serbian army. 


The Local Authorities 


If investigators attempt to involve the police in 
any of their investigations, they are flatly told 
the department has more important things to 
tend to. The hunt for the People’s Justice Army 
occupies their full attention. In addition, the au- 
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CupovisTE STALKS Vinkovci! 


When Vinko Servenka looked out his win- 
dow last night his hair nearly turned white 
with terror. He saw a strange figure on the 
house opposite. “It was a huge, bigger than 
a man with long arms. It climbed across the 
roof and leapt from building to building. It 
was wearing clothes like a man but it wasn't 
a man!” the terrified plumber said. "It was a 
monster with the face of a boar!" 

Mr. Servenka was the only witness to this 
cudoviste, of course. But, upon investigation, 
several roof shingles were found between the 
buildings where the creature was sighted. 

Is there a cudoviste stalking Vinkovci? Un- 
til we know for sure everyone should say their 
prayers at night, lock their doors, and skip 
that glass of Rakia before bed. Anyone seeing 
the creature is urged to come forward with 
their story. We suspect that this is more likely 
to be another of Dragan Aleksic's strange art- 
works than a mythical monster! 


thorities are suspicious of Dr. Moric because of 
the newspaper story which ran in Cibalis. They 
suggest he may have had some dark “Croatian” 
secret to protect and possibly fled the country. 

If investigators contact the local authori- 
ties after finding a dead body (Dr. Moric, Ves- 
na Femic, or Lazar Andric) the police briefly 
examine the scene and take statements. They 
rule Dr. Moric's death a hunting accident and 
arrange for the body to be transported back to 
Vinkovci. They blame Femic and Andric's mur- 
ders on the LPV, theorizing the act to be retal- 
iation for exposing Dr. Moric’s questionable 
activities. If investigators point out the con- 
tradictory evidence, the police turn hostile to- 
wards them. Investigators who continue push- 
ing alternate theories for these crimes are taken 
in for questioning. 
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POLICE INTERROGATION 


Investigators taken to the police station should 
quickly realize they've made a mistake involv- 
ing the authorities. They're placed in a holding 
room for 1D3 hours, but are free to leave when- 
ever they wish. If they wait, they're questioned 
by Captain Velemir Karkunica, the lead inves- 
tigator searching for the People's Justice Army. 
Captain Karkunica remembers the investiga- 
tors, as he questioned them upon their arrival 
in Vinkovci. He isn't pleased to see them and 
asks, ^Weren't you people told to stay in your 
hotel?” He asks the following questions: 


> What connection did Dr. Moric have with 
the People’s Justice Army? 


› Did he have expertise with explosives? 
> Did he owe anyone money? 


> Did he ever express discontent with the 
government? 


> Was he a member of the communist party? 


> What was he hiding at the archeological 
dig site? 

> Could someone have been 
blackmailing him to assist in 
sabotaging the train station? 


y Do the investigators know 
how to find him? 


Captain Karkunica urges 
them to cooperate with 
the investigation. If 
Major Boskovic and 
his troops are already 
in Vinkovci, he advises 
them not to draw 
the national mili- 
tary | commander's 
attention. He tells inves- 
tigators, "You don't want 
to lie to me, because the 
major's men have ways to get 

to the truth. Neither of us wants 
to involve him, do we?" Once the 
investigators convince Captain А = 
Karkunica they know nothing 
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'The Cudoviste 


about the LPV, he releases them. If they won't 
leave or if they push him, he arrests and detains 
them for twenty-four hours. 


WORDS OF ADVICE 


While leaving the police station, the investiga- 
tors are approached by a young Serbian offi- 
cer. He introduces himself as Lieutenant Filip 
Opacic, and offers to walk them out. He speaks 
excellent English and if Jazmina is present, he 
treats her with the utmost respect. If her fa- 
ther's body has been found, he offers her his 
condolences. 

Once safely outside, Lt. Opacic whispers 
some advice. The police have been ordered to 
focus all their efforts on finding and eliminat- 
ing the People's Justice Army. Captain Karku- 
nica's career is on the line, and Major Boskovic 
is a dangerous man to cross. It would be safer 
for any Croat to drop the matter, at least until 
the Serbian troops leave. Opacic is not issuing 
threats, but warning them how dangerous situ- 
ation is. 


The Cudoviste 


After the investigators meet 
with Dr. Goran Belenzada, 
they become the targets of 
his monstrous creations. He 
creates a new form of life 
through using bodies of live 
research animals, human cadav- 
ers, and the power of the Mims 
Sahis. These creations be- 
come known as cudoviste, 
meaning monster in Serbo- 
Croatian, when one is spotted 
creeping through Vinkovci. The 
man's wild story is picked-up by 
Cibalis as an entertaining tongue- 
in-cheek piece to counterbalance the 
| , serious news of the bombing. 
Investigators may see the story 
before or after they are attacked 
by the monster, depending on the 
wishes of the keeper. The creature, 
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while not overly intelligent, is cunning enough 
to wait for an ideal opportunity to attack. It 
waits until the investigators are isolated and 
vulnerable, picking them off one or two at a 
time if possible. It hunts at night, and will wait 
outside the hunting lodge for its chance. This 
first Cudoviste has the head of a wild boar and 
upper body of a lowland gorilla grafted onto 
the lower body of a human cadaver. It wears a 
long coat and hat to conceal its monstrous ap- 
pearance. 

If investigators dispatch this cudoviste Dr. 
Belenzada makes another. Until the investiga- 
tors put a stop to the mad doctor one of these 
creatures will stalk Vinkovci looking for them. 


The (. ЕШ ЕГ Tomb 


Investigators may wish to examine the crusad- 
er’s tomb. It is mostly empty, as the documents 
and artifacts have been removed by Dr. Moric 
(see the sections “The Trail of Clues” and “Lot 
187”). However investigators can still discover 
some useful information here. 


LOCATION 


The crusader’s tomb is located in northern 
Vinkovci, surrounded by a six foot fence se- 
cured with a padlock. The site is fairly isolated 
with only a handful of residences and a build- 
ing site nearby. All that can be seen through the 
fence is a huge hole and a tarp secured to the 
ground. 


GETTING INSIDE 


Investigators can gain entry the site with little 
difficulty. The fence can be climbed, the gate’s 
lock picked or broken (Strength rolls). Inves- 
tigators attempting this between 9:00 P.M. and 
5:00 A.M. are undetected. Those attempting this 
at other times risk being seen by neighbors or 
workers, unless a successful Stealth roll is made. 

If they are spotted, investigators must make 
a successful Fast Talk in Serbo-Croatian to ex- 
plain away their actions. Should this fail, the 
witness calls the authorities, who respond in 
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force believing the break-in to somehow be 
connected to the fugitive LPV. 


THE ENTRANCE 


Below the tarp is a stone stairway leading into 
the earth. Around it are old stone blocks, evi- 
dence of an ancient foundation. A rough stone 
door, which would have perfectly concealed 
the staircase, lies broken nearby. Archeology 
rolls determine that the structure was built un- 
der the basement of an existing building, and 
the entrance to it was a heavy, well-concealed 
trap door. 


THE GUARD ROOM 


This chamber contains the remains of two cots, 
a weapon rack, and a prayer bench. A wall mo- 
saic depicting St. Michael the Archangel domi- 
nates the southern wall. A once-stout oak door, 
reinforced with iron bars, blocks the far end of 
the chamber. However, time has weakened the 
timbers and its lock has already been skillfully 
picked open. 


THE VAULT 


This T-shaped room contains vacant shelves 
and empty book cases. Dust and dirt tracks im- 
ply that these have been cleared recently. Pac- 
ing out the room or Navigate rolls confirm that 
together, the two chambers form the shape of 
a cross. 

In the center of the room is what appears 
to be a small stone sarcophagus. The sides are 
carved with depictions of angels battling de- 
mons. The lid, carved with an image of St. Mi- 
chael defeating Lucifer, has been removed and 
lies against the wall. 

The sarcophagus is only three feet long, too 
small to house an adult body. The interior is 
lined with dark lead tiles. 

If the lid is flipped over, the underside has 
more lead tiles, and a smooth river stone carved 
with a strange symbol is affixed to the center. A 
Cthulhu Mythos roll identifies this as an active 
Elder Sign, but removing the stone dispels its 
enchantment. Surrounding the stone is an in- 
scription, in Latin, Pestiferam lugubrem Unguem 
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Anguis tollere noli, “Remove Not the Serpents 
Claw, Bringer of Plague and Sorrow.’ 

Tools and lanterns lie discarded in the 
chamber. Anything of historical value has been 
removed. 


The Missing Reporter 


Investigators may attempt to locate Vesna Fem- 
ic, the Cibalis reporter who wrote “The Cru- 
sader’s Tomb Revealed!” Unfortunately the re- 
porter and her source are dead ends. 


THE Orrice Or CIBALIS 


Cibalis is written and typeset in a crowded 
printing works in the center of town. The ce- 
ment floor is ink stained, and the walls are lined 
with photographs of Vinkovci. A journalist is 
bashing out a story about the bombing, and the 
editor is in the back developing photos of the 
scene. 

The secretary is Bisera Odak, a conde- 
scending Croat woman in her mid-thirties. She 
sneers at mention of the name of Vesna Fem- 
ic and says that she is not present. Investiga- 
tors need to make a successful Fast Talk or Per- 
suade in Serbo-Croatian or German to gain 
her cooperation. If successful, Miss Odak low- 
ers her voice. She has much to say about Vesna 
Femic and none of it good. 


VINKOVCI HANDOUT #5 


HAnpwritTen Note (CRoAT) 


We knows. Fired us and closed 
down. Summoned daughter . 
Acting weird. Tell you more ! 
| tonight at Kose Garden. Same 


room. L. 


Vesna has not come into the office for sev- 
eral days. Odak theorizes “She’s likely on her 
back somewhere, researching her next story.” 
She adds that Vesna isn’t a serious reporter but 
a glorified gossip columnist building a career 
with good looks and loose morals. If investiga- 
tors ask for Vesna Femic’s address Mrs. Odak 
provides it so long as they promise not to say 
where they got it. 


RESEARCH 


The investigators may wish to conduct other 
research at the newspaper. They are welcome to 
search through the paper’s archives, which also 
contains newspapers from other publishers and 
earlier times. Library Use and Croat is required 
to learn each of the following, and keepers can 
add subjects as required. The city’s Reading 
Room is another place for research. 


> The Crusader’s Tomb: A report from three 
months ago describes the discovery and 
the arrival of Dr. Moric. No other building 
has stood on the site for as far back as the 
investigators can determine. 
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› —Dr. Goran Belenzada: The surgeon 
frequently appears in the newspaper, and is 
always praised for his selfless work for the 
local war veterans. 


y Dragan Aleksic: Mentioned in the 
cudoviste article (see below), Aleksic is a 
surrealist artist who exhibited in Vinkovci 
in October 1922. He has since returned to 
Zagreb. 


Vesna Femic’s Home 


Vesna Femic lives in a small single story cottage 
with a red roof. The front door is closed, but 
up-close it shows signs of forced entry. There is 
no one home, and every room has been roughly 
searched. Several clues remain. 


Front Door: A jacket hanging on a coat hook 
contains a notebook in the pocket (see “Vesna’s 
Notebook"). If investigators miss it behind the 
door, they may notice it when leaving. 


Living Room: A Hard Spot Hidden detects 
blood spatters and two knocked-out teeth. 


Dining Room: A Spot Hidden notes a discol- 
ored patch on the dining room floor where a 
rug has been removed. 


Study: The writing desk has been stripped of all 
notes and papers. 


Darkroom: A full darkroom but no sign of 
film, a camera or negatives. 


Bathroom: Although an effort has been made 
to clean it there are dozens of blood stains in 
the bathroom. 


Bedroom: Photographs of Vesna with her par- 
ents, which allows the investigators to recognize 
cultist Neza Zupan in the streets. Neza wears 
Vesna's face but is shorter and heavier. 


VESNA'S NOTEBOOK 


This small, well worn book is filled with short- 
hand notes for various newspaper articles. She 
refers to the source for her latest story as “Lazar”. 
If investigators consult Jazmina about the name 
she says one of her father's grad students was 
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named Lazar Andric. Tucked into the notebook 
is a handwritten note (Vinkovci Handout £5). 


A GLIMPSE OF VESNA 


Once the investigators have seen Vesna's pho- 
tograph, keepers may tantalize the investigators 
with a glimpse of her looking out of a passing 
truck, or in a park across the street. This is not 
Vesna but her replacement Neza, but keepers 
can use her to make the players wonder if Vesna 
is dead or not. 


THe Rose GARDEN 


The Rose Garden is a rooming house where 
couples meet for short stays, popular with those 
having affairs, and prostitutes. The Rose Gar- 
den has no register and guests seldom use real 
names. The manager and staff make a habit of 
never remembering anyone specific. They don’t 
ask or answer questions, as their business de- 
pends on discretion. If given a sizable bribe in 
Pounds Sterling, they may be inspired to recall 
a student from Zagreb who used to stay here. 
He left without notice, and stole a rug. 


THE RUBBISH WAGON 


Investigators walking around the rooming 
house notice something odd in the alley behind 
it. A large cart sits here, piled high with rubbish 
and loose refuse. It is partially frozen in the cold 
winter air. Investigators can dig through the 
cart’s contents to make a gruesome discovery. 

Hidden under the rubbish are two blood- 
stained carpets, one taken from the home of 
Vesna Femic and the other from the Rose Gar- 
den. Wrapped in each rug are the nude corpses 
of Vesna Femic and Lazar Andric, both bound 
and beaten. The corpses are preserved in the 
winter cold, and the heads have been skinned 
and scalped. Viewing this grisly scene requires a 
Sanity check for 1/1D4 Sanity points. 


CONTACTING THE POLICE 


If the investigators call the police keepers should 
refer to “The Local Authorities” section. The 
police link these murders to the People’s Justice 
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Army. Wise investigators leave an anonymous 
tip after they've safely left the area. 


The Trail of Clues 


Investigators may follow the clues left by Dr. 
Moric for his daughter at the desk of the Ho- 
tel Lehrner, which leads to the contents of “The 
Crusader’s Tomb”. After the slanderous news- 
paper story was published, Dr. Moric removed 
the entire contents of the site. He carefully 
packaged them along with his personal notes 
in a crate now stored at Pouzdan Zalihi ware- 
house, a secure and reputable facility. 


THE STREET 


The words on the note left for Jazmina at the 
Hotel Lehrner, Vinkovci Handout #3, (“Za- 
grebacka / Zvonarska / Kralja Zvonimia”) аге 
rough directions, pointing to Zvonarska Street 
between the cross streets of Zagrebacka and 
Kralja Zvonimia. Investigators can figure this 
out by consulting a map or asking a local if 
these words have any meaning. Jazmina, who 
has never visited Vinkovci before, has no idea. 


VINKOVCI HANDOUT £6 


Note AND CLAM TICKET 
(ENGLISH) 


Go to Pouzdan Zahn. Use your 
mother S maiden name. 


Key submerged in the 
nearby Koman Bath. Lve Ге 


! instructions. Ве саней. ! 


AU 


THE BOOK STORE 


Investigators exploring Zvonarska Street be- 
tween the correct cross streets find a row of 
apartments, a cobbler’s shop, a grocer’s and a 
bookstore. Those who recall that Dr. Moric re- 
ferred to his favorite book may be interested in 
the latter. 

Odlika Knjiga is a bookstore with a partic- 
ular focus, supplying scholars and collectors 
all over the world with rare books from East- 
ern Europe and vice versa. Many of the books 
in here are old, and most of the business is con- 
ducted via mail-order. Any investigator with a 
Library Use score of 65% or better has heard 
of Odlika Knjiga with a successful Know roll. 
Physical customers are rare, but not unwel- 
come. Vinkovci locals are more likely to go to 
the town’s Reading Room. 

Investigators are greeted by Dieter Koll, an 
older Austrian man who has lived in Vinkov- 
ci for twenty five years. He is surprised to have 
customers. His wife Irene, a Bosnian, smiles 
and waves as she boxes up an order destined for 
a Dr. Armitage of Miskatonic University. 

If asked for a copy of The Decline and Fall of 
the Roman Empire by Edward Gibbon, Mr. Koll 
replies apologetically that he does not have one, 
saying “I sold it just last week, reserved for the 
customer’s daughter to pick up.” 

If given the name Jazmina Moric, Koll 
smiles and reaches behind the counter for a 
package wrapped in brown paper and tied with 
twine. “Please treat it well”, he says. “It is a first 
edition”. 

Tucked inside the rare copy of Gibbon is 
a note in Dr. Moric’s handwriting (Vinkovci 
Handout #6). Within the fold is a claim ticket 
labeled 187. 


THE WAREHOUSE 


Pouzdan Zalihi warehouse is located near the 
railway station. Goods and luggage are stored 
here when trains arrive and depart from the 
junction. The warehouse is in good repair and 
looks stout and dry. 

The warehouse manager is a serious-mind- 
ed Croat named Mr. Padovan. He explains that 
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in order to retrieve goods the customer needs 


the claim ticket, the locker key, and the name 
the account was set up under. Their company, 
he explains, prides itself on security, which can 
be seen by the presence of a uniformed guard 
wearing a holstered revolver. 

The investigators possess the claim ticket, 
and Jazmina knows her mother's maiden name, 


Bara Tutic. All that remains is the key. 


THE FINAL RIDDLE 


The clue "submerged in the nearby Roman 
Bath" is a hint to the key's location. Vinkovci 
was once the Roman city of Colonia Aurelia Ci- 
balae, but the ruins of the ancient bath house 
are nowhere near the warehouse. 

Investigators at Pouzdan Zalihi can see a 
small park across the street, with a large gazebo 
and birdbath surrounded by gardens. 

The birdbath is topped with a statue of one 
of Vinkovci's most famous sons, the Roman 
Emperor Valens. The key to Lot 187 is hidden 
in the muck at the bottom of the birdbath. Spot 
Hidden is of no use here, investigators must 
roll up their shirt sleeves and fish for it. 

The trail of clues followed, the investigators 
can now claim the mysterious package. 
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SUMMARY OF THE 
THE NoteBook or Dn. Moric 


° This notebook contains findings from 
The Crusaders Tomb in Vinkovci, a 
13th century vault belonging to The Or- 
der of the Noble Shield. 


° The Order of the Noble Shield had the 
joint purpose of hunting dangerous 
heretics and safeguarding dangerous sa- 
tanic artifacts. 


+ The Order was created by Yolanda, Re- 
gent of Constantinople, and Pope Hon- 
orius III in 1218. 


° The vault was created by Sir Miho of 
Dubrovnik, a founding member of 
the Order along with several Frank- 
ish knights. It was used to store satan- 
ic items and documents captured by 
Yolanda's brother, Count Baldwin, at the 
end of the Fourth Crusade. 


° The most dangerous item in the collec- 
i tion was The Serpent’s Claw, also known 
i as the Mims Sahis, a knife with evil sa- 
! tanic powers once wielded by Sedefkar, a 
i deadly foe to the forces of Christendom. 
! * The first account of the Mims Sahis was 
' recorded in the early 4th century, by 
! troops serving Constantine The Great. 
: See The Accounts of Tillius Corvus 

° Dangerous cults glorifying the skinning 
i of human beings and the creation of 
' abominations consider the Mims Sahis 
! sacred. 

! ° The Order believed that the Serpent's 
' Claw could be destroyed if ground to 
' dust but no such power existed in their 
! time. 


° The last page reads as follows: 


Will talk to Goran later and inspect Bulatovic 
Cement Factory. Sent letter to Jazmina... 
Jazmina, if you're reading this make sure 
everything here goes to Dr. R. Jordanov, 
Director of Ancient History at the National 
Archaeological Museum in Sofia, Bulgaria. 
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Lot 157 


This eight feet long and four feet high crate is 
nailed shut, with the number 187 stenciled in 
black paint. Within it, dozens of objects care- 
fully wrapped in burlap are packed tightly in 
hay. A notebook is clearly visible, secured to the 
crate's lid with twine. 


THe МОТЕВООК 


This small leather-bound book contains Dr. 
Dragomir Moric’s observations made dur- 
ing the excavation of The Crusader's Tomb. 
The writing is in Serbo-Croat and in his per- 
sonal shorthand. Jazmina can decipher it in 
four hours, as she is familiar with her father's 
note-keeping. Otherwise, investigators must 
roll a successful Language (Serbo-Croat) and 
Know at Hard difficulty (to decipher his short- 
hand). The Notebook of Dr. Moricis a very short 
mythos tome. 


The Notebook of Dr. Moric—in Serbo-Croatian, 
by Dr. Dragomir Moric, 1923 (unpublished). 
This is a personal account of Dr. Moric's ex- 
cavation of The Crusader's Tomb, a 13th cen- 
tury vault belonging to The Order of the Noble 
Shield. It contains a catalog of the documents 
and artifacts unearthed, as well as Dr. Moric’s 
professional observations and conclusion. It 
contains no spells. 

> Sanity loss: 103 

Cthulhu Mythos: +4 percentiles 

Mythos Rating: 10 

Study: 3 days 

Spells: None 
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THe ARTIFACTS 


Two dozen items of various sizes are contained 
in this crate. Many are common items, such 
as cups, pottery, and tools. A few are military 
items such as broad swords and maces, used by 
the vault’s guardians. The following items are 
of special interest: 
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A BOX, 
CONTAINING A SINGLE SILVER COIN 


Investigators making a successful History check 
can identify the coin as a tetradrachm from the 
city of Tyre. Inside the box are inscribed the 
Latin words Unus ex triginta argenteis meaning 
“One of the thirty silver pieces.” The Order be- 
lieved this to be one of the coins paid to Judas 
Iscariot for the betrayal of Jesus of Nazareth. 
Individual keepers may decide whether it is, in 
fact, one of those coins. 


A BOX, CONTAINING A CARVED STONE 


Within this box is an oval stone from the banks 
of the river Jordan, carved with an active Elder 
Sign. The box has the Latin inscription Obex 
sancti gabrielis meaning “Barrier of St. Gabriel.” 


THIRTY TWO SCROLLS 
AND EIGHTEEN BOOKS 


Most of the documents here are records of the 
Order of the Noble Shield, in Latin. The infor- 
mation contained within these archives grants 
investigators 1D10 percentiles to their History 
and Occult scores, and requires 12 weeks to 
read. Among these books and scrolls are three 
old mythos tomes: Rasul al-Albarin, Sapientia 
Maglorum and The Accounts of Tillius Corvus. 
Keepers who have used the optional scenar- 
io “The Dark Crusader” can use these scrolls to 
add historical detail of what happened to the 
Frankish knights after their encounter with 
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Sedefkar. Survivors would likely have been 
among the founders of the Order of the No- 
ble Shield. As who lives and dies will vary from 
game to game, none are named here, but keep- 
ers are encouraged to make the connection. 


THE ACCOUNTS OF TILLIUS CORVUS 
A careful reading of The Accounts of Tillius Cor- 
vus triggers the optional Cthulhu Invictus sce- 
nario "Sanguis Omnia Vincet”. 

More details can be found in that chapter. 
RASUL AL-ALBARIN 
In Arabic, by Ibn el-Badawi, c.900 A.D. 


This book deals with The Great Old Ones and 
the being Huitloxopetl. 


> Sanity loss: 206 
Cthulhu Mythos: +7 percentiles 
Mythos Rating: 30 
Study: 36 weeks 
Suggested Spells: At keeper's discretion 
(from Cthulhu Dark Ages, p. 95) 
SAPIENTIA MAGLORUM 
In Latin and Greek, by the Persian fire-mage Os- 
tanes, date unknown but no later than 1st cen- 
tury A.D. 
Rare volume containing rituals to raise Hastur 
and Shub-Niggurath, and a possible formula of 
immortality. 

> Sanity loss: 2D6 
Cthulhu Mythos: +7 percentiles 
Mythos Rating: 30 i 
Study: 40 weeks 
Suggested Spells: At 


keeper's discretion (from 
Cthulhu Dark Ages, p.95) 
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The Laboratory 


Eventually, investigators are likely to 
revisit Dr. Goran Belenzada. They may 
wish to question him again, or they 

may suspect him of the murder of Dr. Moric. 
One thing is certain, after speaking to them the 
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first time Dr. Belenzada won't see them again 
by choice. He is now deeply paranoid and com- 
pletely obsessed with the Mims Sahis. His re- 
search facility is now his entire universe, a for- 
tress protected by his loyal guards and monsters 
of his own creation. 


BREAKING IN 


No one is admitted to the compound. The in- 
vestigators must break in by scaling the wall 
and either cutting the barbed wire or throwing 
a heavy cloth over it. Climb rolls are required to 
get over, and Dexterity to avoid 1 hit point of 
damage on the wire. Dropping down the other 
side requires Stealth. 

Once within the compound, keepers should 
use the map and descriptions below. Note the 
likely location of the guards, and describe their 
patrol routes. Careful investigators can avoid 
detection, or deal with the guards one at a time. 


THE RESTORED GUARDS 


Until recently, these guards were handicapped 
by various wartime injuries—but no longer! 
Dr. Belenzada has restored their bodies using 
limbs and organs taken from a chimpanzee. Ne- 
nad Zupan and Mihael Loncar now each pos- 
sess a human arm and a primate arm. Branko 
Jankovic now has two eyes, the left being taken 
from the same chimpanzee, and 
æ new lungs. Sanity loss to see 
' these alterations is 1/1D4. 
All three are now even more 
dedicated to protecting Dr. 
Belenzada. 


THE FACILITY'S 
CUDOVISTE 


* Several cudoviste currently lurk in 
the faculty. Keepers should decide 
the exact number based on the ca- 
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pabilities of their investigators. At least one 
cudoviste guards the kennels, and another stays 
close to Dr. Belenzada's surgical lab. 
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The Mims Sahis 


(“SKIN KNIFE” IN GOTHIC. 
VOORISH NAME - UNKNOWN) 


Appearance: A curved blade designed for the cut- 
ting of flesh and the precise removal of skin. The 
jet black blade is made of stone, although what type 
defies all geological identification. The blade's edge 
is razor sharp and appears to have been shaped by 
flint-knapping. The blade's handle is made from bone 
and wrapped in bluish-green leather. Both the bone 
and leather were taken from an extinct marine rep- 
tile, which investigators may realize with a successful 
Natural History or Science (Biology) roll. The bone 
handle and leather grip show no sign of age, although 
they pre-date all human history. The Mims Sahis is 
nine inches long, four inches of blade and five inches 
of handle. 


History: The Mims Sahis is an ancient artifact of the 
Voor, a sacred item in their worship of The Skinless 
One, an avatar of Nyarlathotep. It was constructed 
during that evil race's golden age, when their civiliza- 
tion flourished on the Earth's surface. Knowledge of 
how to create this item was lost even before the Voor 
were driven below ground by the rise of the Hyper- 
borean civilization and only one was ever made. 

The artifact was both a weapon and a tool, which 
enabled the Voor to create many horrible things, per- 
haps even the Sedefkar Simulacrum itself. But these 
powerful and evil objects were not enough to turn back 
the tide, and the Voor were driven from the surface of 
the Earth. 

Voorish worshippers of The Skinless One retreated 
below the mountains of Eastern Europe, in what even- 
tually becomes known as Hungary. Here they hid, prac- 
ticing their dark rites for twenty generations before 
they finally died out. In this hidden temple complex, 
filled with the secrets of their religion, the dreaded ar- 
tifact lay waiting for a new wielder. Then, in 327 AD, 
an escaped slave and Gothic lunatic followed the whis- 
perings of the Outer God Nyarlathotep and discovered 
the temple. He took up the knife and gave it the name 
Mims Sahis. Its Voorish name was never recorded in 
their histories. 
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Asa Weapon: The unnaturally sharp edge of the Mims 
Sahis ignores armor, slicing flesh without hindrance. 
It performs as a small knife but does 2D4+db dam- 
age. Half of the damage caused by this weapon cannot 
be healed by natural means, becoming a permanent 
injury carried until the victim's death. Such unnatural 
wounds can be healed by arcane means. 


As a Tool: The knife is primarily a tool, a necessary 
component of many rituals sacred to The Skinless 
One. With the Mims Sahis one can perform any num- 
ber of dark rites, such as the creation of living skins, 
ritual sacrifices, and unnatural surgeries. Limbs severed 
or organs removed with the Mims Sahis remain alive 
and can easily be transplanted into other living things. 
Wielders of the blade are filled with the knowledge and 
skills necessary to flay skin from tissue, and an odd 
desire to do so. Lastly, the blade can be used to create 
other dangerous artifacts sacred to The Skinless One, 
and in time could perhaps even be used to carve an- 
other simulacrum. 


As an Arcane Battery: The Mims Sahis stores half of 
the magic points of those slain with it. These magic 
points can then be accessed by the artifact's wielder. 
The Mims Sahis can store up to 25 magic points. 


As a Source of Corruption: While non-sentient, the 
Mims Sahis still has a corrupting effect on its owner. It 
was used for centuries to combat the growing menace 
of mankind. To this day it continues to work towards 
the goal of destroying the race of men, even if wielded 
by men against their own kind. Anyone wielding the 
artifact, as either a tool or a weapon, gains a feeling 
a comfort and purpose. This feeling becomes addic- 
tive, slowly forcing the wielder to use the blade more 
and more. The Mims Sahis drains 1 point of Sanity for 
every week it is owned, and 1D3 points of Sanity every 
time it is used. Once the Mims Sahis has drained 20 
Sanity points from an owner they become ensnared 
by it and can only give it up by making an opposed 
roll versus POW 100. Those ensnared do anything 
necessary to retain, or recover, the Mims Sahis. Those 
drained to zero sanity by the blade become slaves to 
the will of The Skinless One, and should be passed 
over to the keeper. 
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UNLIKELY ALLIES 


The investigators can turn Captain Karkunica's 
obsession with the LPV to their advantage. If 
they have visited Dr. Belenzada's facility and can 
prove there is something suspicious going on, 
backed up with Persuade and hard evidence, 
the captain may agree to send some soldiers to 
have a look, even though he sees no connec- 
tion between a noted Serbian hero and the re- 
cent bombing. Outraged to find the gate sealed 
against him, the Captain orders it dragged off 
its hinges by a truck. 

Once within the compound, the cudoviste 
attack. The investigators can use the battle be- 
tween troops and monsters to make their way 
to the surgical lab. 

At the keepers option, the Wolves of 
Vinkovci may also scale the walls if they think 
the Mims Sahis is likely to be found here. 


Second Floor 


THE COMPOUND 


THE WALL AND OUTER GATE 


A six-foot-tall brick wall topped with a foot of 
barbed wire surrounds the complex. There is 
a stout timber gate which is kept chained and 
padlocked. A slot can be opened for guards to 
look out, but this is kept closed. All three guards 
have keys to the main gate. 


THE GUARD HOUSE 


This small building has a rifle rack and a locker 
with torches and other tools. In general, one 
guard is stationed here, one patrols the com- 
pound, and the other is asleep. 


THE OFFICE 


This is where Dr. Belenzada handles the bureau- 
cratic duties of running the facility. He stores 
his research records, writes his papers, and 
holds private meetings here. Above the office is 
a modest apartment where he has been living 
since the first meeting with the investigators. 


To — 
Vinkovci 


Driveway 


The 
iments 


“ 
Laboratory Compound 
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THE KENNELS 


This large building houses thirty-five cages of 
various sizes, as well as stores of food and clean- 
ing supplies. It contains a menagerie of ani- 
mals for use in medical testing: three dogs, two 
wolves, five cats, a lynx, four pigs, three sheep, 
two mouflon (wild sheep), a bear, two chim- 
panzees, and a lowland gorilla. 

In the rear room behind a locked door are 
six cages containing early attempts at creating 
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the cudoviste. Each causes Sanity loss of 1/1D3. 
They are: 
> Apigs head grafted onto the body of a 
large dog. 
y А sheep’s body with the heads of three 
housecats grafted onto its neck. 
> Achimpanzee’s head on a pig’s body. 
> The front-half of a pig with the hind- 


quarters of a sheep, and a bear’s head. 
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y A mute, wheezing chimpanzee with pig's 
legs in the place of its arms. One of the 
animal's eyes is missing, and it has fresh 
scars on its chest and neck. 


THEINCINERATOR 


The facility's garbage and medical waste is re- 
duced to ash here. This may prove useful to in- 
vestigators needing to destroy evidence. 


THE SURGICAL LAB 


This large area contains a well equipped sur- 
gical laboratory, including several prototype 
instruments. There is also an ice room, where 
half-a-dozen human cadavers are stored. Here 
Dr. Goran Belenzada is busy creating his newest 
cudoviste with the Mims Sahis (see *The Mad 
Scientist”). 


THe MAb ScENTIST 


Dr. Belenzada is so focused on his work that 
doesn’t notice the sounds of nearby gunfire, 
screams, or cries for help. In fact, he doesn’t 
turn away from his work until investigators 
physically enter the surgical lab. 

Investigators find Dr. Belenzada in a sur- 
gical gown, leather apron and gloves wield- 
ing the Mims Sahis. The blade seems to al- 
most glow a sickly purplish hue in the man’s 
hand. The doctor stands between several ta- 
bles upon which are the bodies of a gorilla, a 
pig, and a human cadaver. All three, includ- 
ing the human corpse, moan and 
twitch even though they’re cut 
wide-open and into several piec- 
es. The doctor is busy combining 
portions of all three bodies into 
one, and is standing in a pud- 
dle of blood, bits of flesh, and 
gore. Some of the hunks of tis- 
sue littering the floor twitch, 
spasm, and slither about. As 
the investigators enter, Dr. 
Belenzada looks up from 
his work and screams, “Get 
out of here! I am conduct- 
ing critical research!” In- 
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The doctor, creating! 


vestigators seeing this scene must make a San- 
ity check for 1/1D6. 


IF THE INVESTIGATORS ATTACK 


If the investigators attack the obviously-dis- 
turbed man, Dr. Belenzada defends himself. He 
is armed with a pistol, quite skilled with a knife, 
and wields the Mims Sahis, itself a formidable 
weapon. However, he is unlike- 
ly to be a match for a group of 
determined investigators. 


IF THE 
INVESTIGATORS TALK 


Dr. Belenzada is mad, but his 
actions stem from a desire to 
help mankind. That goal was 
corrupted by the influence of 
the Mims Sahis. He is a mur- 
derer, slaying his friend Dr. 
Dragomir Moric in cold 
blood, but it is not too late 

for redemption. 
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If investigators keep a calm tone, take 
no threatening actions, and try to reason 
with Dr. Belenzada, the man pauses from his 
work. He attempts to justify his actions to the 
investigator(s). While he regrets killing his 
friend, he claims it was for the greater good, 
explaining “I couldn't let Dragomir destroy 
something that could save hundreds, even 
thousands of lives” If an investigator makes 
both a successful Psychology and Persuade 
check, he or she can briefly break the Mim Sa- 
his's hold over him, giving the surgeon a mo- 
ment of clarity. 

Should this happen, Dr. Belenzada clear- 
ly sees how his once-noble work has become 
something abominable. He sees his dream of 
helping mankind for what it truly is. He looks 
at the Mims Sahis in his hand, the gore and car- 
nage all around him and begins to weep. Dr. 
Belenzada tosses the artifact across the room 
in disgust, saying “I murdered Dragomir... I 
shot him in the back like a dog... He was my 
friend...He came to me for help... He trust- 
ed me and I killed him... God in heaven, what 
have I become?" 

Dr. Belenzada explains that Dr. Moric be- 
lieved the artifact could be destroyed by com- 
pression. “Please take it to the Bulatovic ce- 
ment plant and do what Dragomir wanted. 
Destroy that damned thing, once and for all. 
Dragomir was a good man... not like me.” 

Belenzada whistles, and his cudoviste 
come to him from the darkness, poor dement- 
ed creatures snuffling towards the master who 
gave them life. He speaks softly to them as 
they gather around him, and then takes his 
revolver and, one by one, shoots each in the 
head. Unless prevented, he saves the last bul- 
let for himself. 

If the investigators prevent Dr. Belenza- 
da from taking his own life, the surgeon will 
confess everything to the police. Alternate- 
ly, keepers can have Dr. Belenzada abducted 
by the Brothers of Skin, who torture and kill 
him for the blasphemy of handling the scared 
Mims Sahis. 
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The Mims Sahis 


Investigators now have the Mims Sahis; an an- 
cient Voorish artifact sacred to The Skinless 
One, Avatar of Nyarlathotep. Give the players 
the Mims Sahis piece from the Sedefkar Simu- 
lacrum sheet. (This prop is intended to tempt 
them into ascribing importance to the artifact 
and keeping it. That way lies madness.) 

What investigators do with the artifact and 
how long they retain it is up to them. One thing 
is certain, all surviving members of Vukovi 
Vinkovcima move in to recover it. They must 
recover their faith’s sacred weapon or die trying. 

If the investigators choose to destroy the 
Mims Sahis they should have a good idea how 
to accomplish this. The evidence on Dr. Mor- 
ic’s body (grease and granite dust), the com- 
ments in his notebook (about the blade need- 
ing to be ground to dust and hoping to find a 
modern industrial means to do so), and the 
possible confession by Dr. Goran Belenzada 
(specifically mentioning the cement plant) 
should lead them to the Bulatovic Cement 
Factory. 


THe Ви.дтомс Cement FACTORY 


This large factory, located 1 mile west of 
Vinkovci, produces cement for industrial use. It 
contains various machines capable of reducing 
the Mims Sahis to dust. The plant is deserted 
at night, and while the entrances are locked, 
no security guards are posted. Investigators 
shouldn't have much trouble breaking into the 
factory, although evading the military patrols 
enforcing the curfew may be more difficult. 


FINDING THE ROCK CRUSHER 


Once inside the factory, investigators find 
many large industrial machines for crushing 
and grinding stone into powder. Investiga- 
tors with an Operate Heavy Machinery score 
greater than 30% can easily find and operate 
a suitable machine. Otherwise, investigators 
must make two successful Operate Heavy Ma- 
chinery rolls—one to identify the right type of 
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machine, and another to operate it successfully. 
Wise investigators will choose a machine with a 
conveyor belt system. 


THE WOLVES ATTACK 


If they have not already done so, the Wolves 
should launch their final attack here, at the 
cement factory. They are likely to be caught 
up in the blast when it is finally destroyed (see 
below). 


THE MIMS SAHIS IS DESTROYED 


When the Mims Sahis enters the teeth of the 
rock crusher, the machine suddenly jams. The 
engine and gears strain and groan for a mo- 
ment before the ancient Voorish artifact shat- 
ters into hundreds of pieces and is ground into 
a fine powder. As this happens, the air fills with 
static electricity. There is an inward rush of air 
quickly followed by a massive explosion. 

Those within sixty feet of the rock crush- 
er suffer damage from the blast, flying debris, 
and arcs of sickly arcane purple energy. Anyone 
within twenty feet takes 3D6 hit points of dam- 
age, those between twenty-one and forty feet 
take 2D6, and those between forty-one feet and 
sixty feet take 1D6. Investigators specifically us- 
ing a machine with a conveyor belt can place 
themselves outside of the blast radius. 

Everyone within the blast radius must also 
make a Hard Power check. Those failing the 
check are struck by a bolt of dark energy and 
are briefly knocked unconscious. While only 
out for 5 seconds, within their mind victims 
live an entire year of experience. During this 
vivid nightmare they are imprisoned in a cav- 
ern, chained to a pillar while diminutive crea- 
tures ritually flay them alive, over and over 
again. The nightmare causes them to lose 1D6 
Sanity points. 

The explosion is seen and heard by every- 
one living near the Bulatovic Cement Factory. 
Within ten minutes dozens of police and gov- 
ernment troops flood the area, suspecting the 
explosion to be another LPV bombing. Inves- 
tigators found on the scene will have a great 
deal of explaining to do, with a high possibil- 
ity of arrest or even being fired upon. Wise in- 
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vestigators will be long gone before authori- 
ties arrive. 


OTHER METHODS 


Investigators might attempt to destroy the 
Mims Sahis in other ways. They could place 
the artifact on railway tracks to be crushed by 
a passing train. While this will work, the sub- 
sequent explosion due to the artifact's destruc- 
tion could injure a great number of innocent 
people. A few train cars would be damaged, as 
well as a small section of track. 

Any other use of large industrial force will 
be sufficient. The investigators do not have to 
solve the problem here in Vinkovci, but can 
address it at another time. 


RETAINNG THE Mims SAHI 


The artifact is both a dangerous weapon and 
useful tool, especially to medical surgeons and 
spell casters. It is one of those rare weapons that 
can damage Fenalik. However, it drains sanity 
from those owning and using it, and the Broth- 
ers of the Skin will go to extreme lengths to re- 
cover the artifact. 

Keeping the Mims Sahis is a certain path to 
madness. The owner should increasingly cov- 
et it, eventually foreswearing all other weapons. 


THE KNIFE AND THE SIMULACRUM 


The Mims Sahis cannot destroy the Sedefkar 
Simulacrum, nor does it leave any mark upon 
its surface. But, it effortlessly glides along the 
surface, closer than a lover’s touch, and the 
wielder gains instant insight into the effective 
skinning of humans. He or she gains 1D 10 per- 
centiles in Art (Skin Human), and loses the 
same amount in Sanity. 


Leaving V изм 


The track switches are repaired three days af- 
ter the bombing, and service is fully restored 
to the Orient Express the following morning. 
The investigators can re-board the train and 
continue onward towards Belgrade. Jazmina 
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Moric sees them off with warm embraces and 
kisses, bidding them farewell in the same man- 
ner she met them days earlier. She asks them 
to look her up, giving them an address in Paris 
where her cousin lives, saying “I'll need a few 
weeks to resolve my father's estate, but then ГЇ 
be leaving for France". She promises to contact 
Dr. Radko Jordanov in Sofia about the histori- 
cal items. (Dr. Jordanov subsequently travels 
to Vinkovci to inspect them, and the investiga- 
tors meet him on his return journey. See the 
"Sofia" chapter.) 

Other Orient Express passengers are wait- 
ing to resume their journey. Some talk fondly 
of the hunting, but most grumble about their 
ordeal of being stuck in Vinkovci and talk of 
how good it will be to get away from this *vi- 
olent, god-forsaken backwater”. Finally the 
train leaves the station. 

Investigators who look out the window 
for a last glimpse of Jazmina see her smile and 
wave, but she suddenly turns in horror and 
looks along the platform. Three policemen 
armed with clubs are beating a man while a 
screaming woman tries to shield him. A few 
days ago, the investigators would not have been 
able to tell the difference, but now they can see 


Book $ 


that the police are Serbian and the bloodied 
man and his hysterical wife are Croatian. 

The other passengers pretend not to see 
the unsettling scene, eager to put this place 
behind them. The rest of the world does the 
same. 

As the train gathers speed, perhaps a col- 
umn of trucks is seen leaving Vinkovci, head- 
ed towards Belgrade. One truck pulls away 
from the column, driving up into the dark for- 
est. Four white faces can be seen peering out 
the back, surrounded by troops. The truck is 
lost from sight in the trees. 


CONCLUSION 


Investigators who rescued Jazmina Moric from 
the Vukovi Vinkovcima are awarded 1D3 San- 
ity points. Those who located the body of Dr. 
Dragomir Moric receive an additional 1D3 
Sanity points. For every cudoviste the investi- 
gators defeated they receive 1D3 Sanity points. 
Investigators obtaining the Mims Sahis from 
Dr. Belenzada gain 1D2 points if they did so vi- 
olently, or 1D4 Sanity points if they convinced 
him to give it to them without attacking him. 
Investigators who destroyed the Mims Sahis 
gain 1D6 Sanity points. 
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Statistics 


JAZMINA MORIC, Age 28, Linguist (Croat) 


STR50 | CONS5 SIZ55 INT 75 
POW70 DEX65 АРР 60 (80) EDU 80 
Sanity 60 Build:0 Мохе: 8 НР: 11 


Damage Bonus: 0 

55% (27/11), damage 1D10 
Brawl 30% (15/6), damage 1D3 
Dodge 35% (17/7) 


Skills: Archaeology 15%, Credit Rating 40%, Disguise 
35%, Fast Talk 40%, Persuade 50%. 


.38 Revolver 


Languages: Bulgarian 50%, Serbo-Croatian (own) 80%, 
English 45%, French 50%, German 40%, Russian 
50%, Turkish 45%. 


CAPTAIN VELEMIR KARKUNICA, 
Age 46, Police Detective (Bosnian) 


STR 70 CON 70 51770 INT 60 
РОМУ 75  DEX60  APP60 EDU 75 
Sanity 75 Build:1 Move:7 НР: 14 
Damage Bonus: +1D4 

70%, damage 1D3 + 1D4 
.38 Revolver 65% (32/13), damage 1D10 
Dodge 3096 (15/6) 


Skills: Intimidate 6096, Law 6596, Listen 5096, Persuade 
4596, Psychology 4096, Spot Hidden 5096, Track 4096 


Brawl 


Languages: English 1096, German 5596, Serbo-Croatian 
(own) 7596 


LIEUTENANT FILIP OPACIC, Age 29, 
Sympathetic Junior Police Detective (Serb) 


STR 65 CON 70  SIZ65 INT 70 
POW60  DEX55 APP70 EDU 65 
Sanity 60 Build:1  Move:8 НР: 13 
Damage Bonus: +1D4 

65% (32/13), damage 1D3 + 1D4 
.25 Revolver 60% (30/12), damage 1D6 
Dodge 40% (20/8) 


Skills: Law 60%, Listen 55%, Persuade 55%, Psychology 
35%, Spot Hidden 40%, Track 40%. 


Brawl 


Languages: German 35%, Serbo-Croatian (own) 65% 
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POLICE OFFICERS, Vinkovci Police 
Station (60% Croat / 40% Serb) 


STR 65 CON 65 
POW 55 DEX55 
Sanity 55 Build: 1 


SIZ 65 INT 65 
APP50 EDU 60 
Move: 8 HP: 13 


Damage Bonus: +1D4 
Brawl 


Club 


8-mm Gaserov 
M98 revolver 


50% (25/10), damage 1D4 + 1D4 
50% (25/10), damage 1D6 + 1D4 
40% Damage 1D8, Shots 8 


Skills: Intimidate 30%, Law 45%, Persuade 40%, Track 
35%. 


Languages: German 20%, Serbo-Croatian (own) 60% 


MAJOR RADMILO BOSKOVIC, Age 52, 


Military Officer (Serb) 
STR 75 СОМ70 51775 INT 65 
POW70  DEX50 APP50 EDU S85 


Sanity 56 Build:1 Move:6 НР: 14 


Damage Bonus: +1D4 


Brawl 60% (30/12), damage 1D3 + 


1D4 


45 Semiautomatic 70% (35/14), damage 1D10+1 


Pistol 


Dodge 40% (20/8) 


Skills: Credit Rating 65%, Intimidate 80%, Persuade 
40%, Psychology 45%. 


Languages: Serbo-Croatian (own) 85%. 


SOLDIER, Belgrade Army (Serb) 


STR 70 CON 70 51465 INT 50 

POW 50 DEX60 АРР 45 EDU 10 

Sanity 50 Build:1 Моуе:8 НР: 14 

Damage Bonus: +104 

55% (27/11), damage 1D3 + 1D4 
Mauser M1898 rifle 60% (30/12), damage 2D6+4 


Skills: Climb 50%, Intimidate 40%, Jump 45%, Listen 
35%, Spot Hidden 35%. 


Brawl 


Languages: Serbo-Croatian (own) 8596. 
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The Wolves Of Vinkovci 


BROTHERS OF THE SKIN 
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Brawl 7096 (35/14), damage 1D4 + db 

Cult Skinning Knife 70% (35/14), damage 1D3+2 + db 

.32 Revolver 6096 (30/12), damage 1D8 

Dodge 40% (20/8) 

Skills: Cthulhu Mythos 2096, Drive 4596, First Aid 
4096, Listen 5596, Locksmith 35%, Persuade 60%, 
Psychology 5096, Sleight of Hand 4596, Spot Hid- 
den 6596, Stealth 7596, Track 35%. 

Languages: German 1596, Serbo-Croatian (own) 60%. 

Spells: Cloud Memory, Curse of the Putrid Husk*, 
Detransference, Raise Night Fog, Transfer Body 


Part*, Wrack. 
*New Spell 
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DR.GORAN BELENZADA, Age 53, Sur- 
geon and Medical Researcher (Serb) 


STR 55 CON60 SIZ60 INT 85 
POW70  DEX75  APP50 EDU 94 
Sanity 32 Build:0 | Move:6 НР: 12 


Damage Bonus: 0 


Book ó 


NAMES AND ROLES 


Jakob Turato—Adult male Croat, father of Andro, 
husband of Tereza, butcher and thug. 


Andro Turato—Teenaged male Croat, son of Jakob 
and Tereza, delivery boy and spy. 


Karel Zupan— Older male Slovene, husband of Neza, 
owner of shop, leader of cult. 


Bojun Kasun—Adult male Serb, brother of Jovan, 
butcher and torturer. 


Jovan Kasun—Adult male Serb, brother of Bojun, 
driver, wears face of Lazar Andric. 


Tereza Turato—Adult female Croat, wife of Jakob, 
mother of Andro, gossip. 


Neza Zupan—Adult female Slovene, wife of Karel, 
gossip, wears face of Vesna Femic. 


VaWaVaWaWaWaWa 


.32 Revolver 50% (25/10), damage 1D8 
Mims Sahis 65% (32/13), damage 2d4 (see notes) 


Skills: Credit Rating 70%, First Aid 85%, Medicine 
80%, Persuade 55%, Science (Biology) 75%, Science 
(Pharmacy) 65%. 


Languages: English 30%, German 40%, Latin 15%, 
Serbo-Croatian (own) 85%. 
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DR. BELENZADA'S GUARDS, Age 30, 
Loyal Veterans 


Tet 
Em fe h 
Ds Горе раве ан 
ме [we pe s —— 


* Post-surgery 


POW 


Brawl 6096 (30/12), damage 1D4 + db 


Club 6096 (30/12), damage 1D4 + db 


.38 Revolver 5096 (25/10), damage 1D10 


Repetier M95 carbine 5096 (25/10), damage 2D6+4 


Skills: Listen 5096, Spot Hidden 50%, Stealth 35%, 
Throw 45%, Track 4596. 


Languages: German 1596, Serbo-Croatian (own) 60%. 


Sanity Loss: 1/1D4 to see grafted-on chimpanzee limbs. 


CUDOVISTE, LESSER SERVITOR 


Cudoviste ( monster" in Serbo-Croatian) are creatures 
created by mixing the parts of living animals and human 
corpses using the power of the Mims Sahis. They are the 
creations of Dr. Goran Belenzada, a Serbian medical re- 
searcher, the results of his experiments with the Voor- 
ish artifact. Cudoviste are abominations of nature, not 
wholly animal or man, living or dead. Each one is physi- 
cally unique but all have many traits in common. Each is 
a stealthy killer possessing incredible strength and able to 
deliver savage attacks. The creatures are also unnaturally 
resistant to physical harm, and take half damage from 
firearms. 


In combat Cudoviste attack with a punch or claw and a 
bite or gore, depending on what animal parts went into 
that specific creature's creation (see table below). 


These creatures are quick and nimble, able to leap great 
distances and climb sheer surfaces. Cudoviste are also 
excellent trackers, able to follow their quarry by scent. 
From a distance Cudoviste can conceal their appearance 
somewhat with the aid of large garments such as hats and 
long coats. The creatures communicate through guttural 
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moans and animal sounds which can only be understood 
by someone holding the Mims Sahis. 


CUDOVISTE, Surgical abominations 


STR 130 ({4D6+12] x5) 
CON 130 ({4D6+12] x5) 
SIZ 82 ({3D6+6] x5) 
POW 52 (3D6 x5) 

DEX 14 4D6 

HP: 21 


Average Damage Bonus: +2D6 
Average Build: 0 
Move: 12 


ATTACKS 
Attacks per round: 2 
Fighting attacks: Teeth, claws 


Claw 50% (25/10), damage 1D6 + 
damage bonus 


Fighting (Bite) 50% (25/10), damage 1D4 + 


damage bonus 


Dodge 30% (15/6) 


ROLL 1D4 FOR ARMS (CLAW TYPE) 


1—Bear 

2—Lynx 

3—Chimpanzee / Gorilla 

4—Human with arms ending in both a hand and cloven 
pig’s foot 

ROLL 1D6 FOR HEAD (BITE TYPE) 
1—Wolf or Dog 

2—Pig or Boar 

3—Chimpanzee or Gorilla 

4—Sheep or Mouflon 

5—Bear 

6—Human cadaver with two lower jaws 


Armor: None, but takes half damage from firearms. 


Skills: Climb 65%, Jump 60%, Disguise 40%, Stealth 
50%, Spot Hidden 50%, Track (by smell) 50%. 


Sanity Loss: 1/1D6 Sanity points to see a Cudoviste. 
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CONSTANTINOPLE 330 


Sanguis @ Мич 


А detachment of Constantine's veterans undertake one last mission to 


investigate a terrible plague in the province of Lydia, and experience 
betrayal that reaches beyond death itself 


bu Oscar Rios 


10 Marca, 330 AD 


Poets say that peace is a prison to a true fight- 
ing man, and old soldiers are filled with regret. 
They say dying on the battlefield is how such 
men should meet their end. But the old sol- 
diers of the Fortes Falcones know better. The 
screams and blood, the mud and hunger, the 
exhaustion, horror and loss; these are not glo- 
rious things. No man loves peace more than a 
soldier because no other men truly understand 
war. Poets are idiots. Peace is wonderful and the 
soldiers are enjoying every day of it. 


SM MM MM MM MM MM M 
This Пяе! Sranane is Optional 


This historical scenar- 
io is optional. Notes 
for integrating it with 
the 1920s campaign 
appear nearby. A copy 
of Cthulhu Invictus 
would enhance the 
experience of running 
this adventure, but is 
not essential. 


Horror on the Orient Express 


The city changes daily, gaining new build- 
ings, wider streets, and stronger defenses. Mon- 
uments gathered from across the empire are 
erected. The ringing of a thousand hammers 
fills the air as Constantine’s new capital races 
towards completion. For six years the soldiers 
have been stationed here, the longest they have 
been posted in one place for the fifteen odd 
years served under Constantine’s banner. 

Soldiering is a young man’s game, and 
youth is far behind them. Once the building is 
done and Nova Roma is officially opened, they 
will be honorably discharged from the Fortes 
Falcones. This highly decorated, elite auxiliary 
unit of advanced scouts has been their home 
and family for many years. As young men they 
invaded Italy to fight Maximinus, and spent 
their prime years fighting Li- 
cinius. Now, in the twilight 
of their military career, 
they keep the peace be- 
tween construction crews 
in what is about to be- 
come the new capi- 
tal of the Roman 
Empire. 

ABOUT THE 
SCENARIO 


“Sanguis Om- _ 
nia Vincet” is a Magister Militum Alexius Gemellus 


Cthulhu Invictus 
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scenario which begins in Constantinople in 
330, Just before Constantine dedicates the city 
of Nova Roma as the new seat of the Roman 
Empire. 

ITIS WRITTEN 

Like “The Dark Crusader’, this scenario is a his- 
torical event within the larger story. Investiga- 
tors always tread a fine line between death and 


insanity in Call of Cthulhu, but the ending of 
this scenario is ordained by the campaign's 


God Nyarlathotep known as The Skinless One. 
Their goal is apocalyptic, to loose a plague 
across the land and raise an army of the liv- 
ing dead. The disease is being called the Vale- 
rian Plague, and was a gift to the cult's leader 
Unwen by The Skinless One himself. Valerian 
Plague is not always fatal but those who do die 
from the horrible illness are transformed into 
ur-rinna dauthi, bloodthirsty monsters under 

the cult's control. The infectious bites of 
7a these creatures spread more plague. 


history: all are doomed. Players should Z = The cult will soon attack the Ghilian 
enjoy meeting the man who in life is their "E FE Outpost, the local Roman fort 

А š : " 2 ` 
greatest friend but in death becomes their V e > +s) Villagers in the plague-strick- 


worst enemy over many lifetimes, but 
they cannot defeat him here. 

However, key clues are gath- 
ered that may save the lives of 
the 1923 investigators. For this 
alone, the sacrifice of the brave 
Roman investigators of 330 
may be worth it. 


THEINVESTIGATORS 


Six pre-generated investigators 

are included at the end of this scenario. They 
are soldiers of the early Byzantine period serv- 
ing under Constantine the Great. The men are 
members of the Fortes Falcones, an elite aux- 
iliary unit of advanced scouts. Each is hand- 
picked for the mission by their commander 
Tribuni Comites Tillius Corvus. 

If desired, the players may create their own 
Cthulhu Invictus characters. They must each 
serve under Tillius Corvus or otherwise an- 
swer to the Magister Militum. However, given 
that the scenario ends in disaster for all of the 
friends of Tillius Corvus, it may be better to use 
the pre-generated characters. 


Tribuni Comites Tillius Corvus 


KEEPER s INFORMATION 


"Sanguis Omnia Vincet" is the story of origins, 
both of the vampire Fenalik and a new cult 
which eventually becomes the Brothers of the 
Skin. 

The Flayed is a cult of escaped Goth- 
ic slaves who worship an avatar of the Outer 
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en region beg for help. The outpost is 
ill-equipped to deal with the crisis 
and formally requests help from 

the regional military commander 

in Constantinople. But Magister 
Militum Alexius Gemellus dan- 

/ gerously underestimates the seri- 
ousness of the situation in Lydia. 
Instead of dispatching an entire re- 
lief column he sends a small team of 
elite scouts. For all he knows these outlandish 
claims of plague, satanic cults and monsters 


ДА Д1 /А\ А! /А\ А А! А А! А А! А А / 
Further Reading 


Cthulhu Invictus is an excellent resource for Cthulhu 
Mythos roleplaying in the time of the Roman Em- 
pire. While the sourcebook is useful, this scenario 
can be played without it with little difficulty. The 
standard setting for Cthulhu Invictus is the first cen- 
tury of the Roman Empire, which lasted from 27 BC 
until 73 AD. “Sanguius Omnia Vincet” takes place 
much later, in 330 AD, at the dawn of the Byzantine 
Period. 


For accounts of the city of Byzantium, Constantino- 
ple, and Istanbul through all of its ages, John Julius 
Norwich's masterful history Byzantium, The Early 
Centuries and subsequent volumes are recommend- 
ed, as is John Freely's Istanbul, The Imperial City. 
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are little more than superstitious fantasy, but 
the possibility of plague erupting so close to 
Nova Roma (aka Constantinople) is too dan- 
gerous to ignore. 

Experienced commander Tribuni Comi- 


tes Tillius Corvus is ordered to gather a small 


Using This Scenario 
with the 1923 Campaign 


The events of “Sanguis Omnia Vincet” are record- 
ed in the Latin manuscript The Accounts of Tillius 
Corvus, which is found in The Crusader's Tomb in 
Vinkovci (see the scenario "Bread or Stone"). 


Reading the manuscript triggers this scenario. As 
per the other historical scenarios, this is best played 
in the breaks between the 1923 scenarios. Thus, an 
ideal time for this scenario is to have the investiga- 
tors read the manuscript when leaving Vinkovci for 
Belgrade. 


HANDOUTS FOR 1920'S 

INVESTIGATORS 

'To assist the keeper, two special handouts are pro- 

vided for 1920s investigators: 

* The Accounts of Tillius Corvus: Introductory 
Handout is a brief player handout which can be 
given when the investigators first find the Latin 
manuscript in Vinkovci and perform an initial 
Latin translation. This is intended to satisfy their 
curiosity until you present the scenario in full. 


* The Accounts of Tillius Corvus: Summary 
Handout is for keepers planning a shorter cam- 
paign. This can be given out if the scenario will 
not be used. It is offered to allow the 1923 inves- 
tigators to learn more about events of 330 A.D. It 
contains spoilers, so only give this out if you have 
no plans to run it at a later date. It can be given at 
the end of the scenario, however. This handout 
is a translation note from Dr. Radko Jordanov, 
who the investigators meet in Sofia. 


VaWaWaWVaWaWVaWaWaWaAWaAWaWaWaWAW 
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CONSTANTINOPLE 330 HANDOUT #1 


THe Accounts OF Tuus 
Corvus: INTRODUCTORY 
HANDoUT 


(LATIN) 


This Latin manuscript dating from 330 AD 
details the history of an elite group of Roman 
auxiliary soldiers on the verge of retirement 
as they set out for their final mission, serving 
under their commander Tillius Corvus. They 
depart Constantinople to investigate rumors 
of a mysterious cult spreading a deadly and 
horrifying new plague in a neighboring 
province. Here the solders face terrors and 
enemies unlike any they have encountered 
before and bear witness to an emerging evil. 


group of his best men for this secret mission. It 
will be his last. 


THE ELITE OF FORTES FALCONES 


The men of the Fortes Falcones are hardened 
veterans of many battles. As young men they 
were part of Constantine's small army which 
invaded Italy in 312. They fought with distinc- 
tion at the Battle of the Milvian Bridge where 
Constantine defeated his rival Maximinus 
Daza. They fought for Constantine from 314- 
324 during his long campaign against Licinius. 
The Fortes Falcones played a key role in the 
Battle of Chrysopolis, where Constantine de- 
feated Licinius to become sole ruler of the Ro- 
man Empire. 

By 330 AD the investigators are a rare thing: 
old soldiers. Most have been in the Fortes Fal- 
cones nearly twenty years, their ages being be- 
tween 36 and 42 years old. While still on active 
duty, their days as fighting men are nearly done. 
They are scheduled to retire, along with their 
commander Tillius Corvus, shortly after Nova 
Roma's commencement ceremony. After a life 
spent in arms these men seem to be reaching 
old age in a peaceful and unified Empire. 
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THe ACCOUNTS OF Tews Corvus: 
SUMMARY HANDOUT 


The summary contains spoilers. Do not give this handout to the players if 
you intend to run the scenario in full. It can however be given out at the 
scenario’s conclusion. 


Letter accompanying a translation of The Accounts of Tillius Corvus 


Dear Or. Moric, 


J have completed my review of the document you requested, Che 
Accounts of Cillius Corvus. The scrolls contain an incredible story 
from the dawn of Byzantine Period. Jn March of 330 AD a 
handful of elite scouts from the Fortes Falcones auxiliary unit 


under the command of Tribuni Comites Cillius Corvus set out from 
Constantinople and traveled to the nearby province of Lydia. Cheir 
mission was to verify reports of a horrible new plague being spread 
by monsters or Satan worshippers or both. 


Corvus’ account describes finding victims of a dreaded disease called 
Dalerian Plague, which caused the skins of those succumbing to this 
illness to come to life and slither off their corpses. The cause of the 
Valerian Plague was reported to be dark magic of an insane Gothic 
sorcerer and his coven of self-mutilating Satanists. By the time the 
soldiers arrived several villages had already been overrun by the 
cult, who called themselves The Flayed. 


Jn the end illius Corvus himself did battle with Unwen, the 
Gothic sorcerer. Che madman wielded a most unusual blade he 
called the Mims Sahis, which means “Skin Knife” in his native 
language. Corvus struck 2own Unwen, but was bathed in the 
sorcerer’s blood while doing so and fell into a deep coma. The 
surviving soldiers returned to Constantinople with their unconscious 
commander and the Gothic madman's mysterious knife. They 
claimed that this Mims Sahis had the power to create monsters. 


Che scrolls continue but they are no longer written by Cillius 
Corvus, rather they are reports about him. The records state that 
«illius Corvus rose from his coma a man corrupted and consumed 
by evil. He was driven out of Constantinople after being implicated 
in dozens of murders. Corvus, once a decorated military hero, 
became a fugitive. 


Chere are aspects of this account that may have connections with 
an archaeological curiosity here in Bulgaria. We should meet face 
to face so that J can discuss this with you. 


Sincerely, 
Dr. Radko Jordanov 
Director of Ancient History 


National Archaeological Museum of Sofia 


TRIBUNI COMITES 
TILLIUS CORVUS 


Through the years of war- 
fare the men of the Fortes 
Falcones faced death dozens 
of times. They lost count- 
less friends and spilled much 
blood, but through it all their 
brave leader, Tillius Corvus, 
always looked out for them. 
He fought at their side and 
protected their backs. He dis- 
obeyed orders when it meant 
certain death for his men yet 
somehow always managed to 
get away with it. Corvus led 
them to victory when they 
should have known only de- 
feat. He rose through the ranks 
in the mud, blood, and dust 
beside the men serving with 
him. His title of Comites, or 
“Order of the Companions’, 
was granted by Constantine 
himself and marks him as a se- 
nior regimental commander. 

Tillius Corvus is а natu- 
ral-born Roman citizen, trac- 
ing his family roots back to 
the province of Gaul. He is a 
tall, broad-shouldered man, 
clean-shaven with light brown 
hair. He has only recently be- 
gun wearing his hair longer as 
his discharge date grows near. 
Corvus is a handsome man 
with sharp grey eyes, and skin 
darkened by countless hours 
spent under the sun. 

While still fit and danger- 
ous in a fight, he is approach- 
ing his 40th birthday. He is un- 
married and without children, 
as a life spent under arms left 
little time for family. Recent- 
ly he has been spending time 
with Lady Eudocia, a wealthy 
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[Roman Auxiliary Troops of the 
Early Ath Century 


At this time Auxiliary troops are inte- 
grated into the main Roman Army, 
with citizens allowed to join 
their ranks. Auxiliary units are 
equipped similarly to the stan- 
dard legions but often serve 
special functions, such as 
mounted archers, siege 
warfare experts, or heavy 
cavalry. Some units such as 
the Fortes Falcones were lighter, fast- 
moving troops dedicated to scouting and 
reconnaissance. 


The gear issued to soldiers in this period has 
changed to reflect the financial situation, tech- 
nical developments, and defensive military role of the time. The 
heavier and complex Lorica Segmentata armor (banded mail) 
is replaced by the lighter and easier to produce Lorica Hamata 
(chain mail) or Lorica Squamata (scale armor). Helmets are im- 
proved and offere better cheek, nose, and neck protection. Small- 
er oval and round shields now replace the large square ones of 
earlier Roman armies. 


The gladius, the short stabbing sword made famous by the le- 
gions, is replaced by the much longer spatha. The pugio, a mili- 
tary dagger, has been dropped from the soldier’s kit altogether. 
Late Roman troops are now issued the hasta, a heavy thrusting 
spear, and the verrutum, a lighter throwing spear. For ranged at- 
tacks Roman soldiers have access to the composite bow, an inno- 
vation taken from their barbarian opponents, and the manubal- 
lista, or crossbow. 


Armor & Armor Burden | Fits Rounds | Cost 
Helm Protection* Other | to Put 
SIZ On 
Lorica 1D6 Light +/-5 4 375 
Squamata 
(scale armor) 
Lorica 1D8/1D4** | Moderate | +/- 10 4 1000 
Hamata 
(chain mail) 
*-] if worn without a helmet 
** Chain mail is only half as effective (deflecting 1D4 points of damage) 
against impaling and blunt weapons. 
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widow with two sons. He plans to mar- 
ry her after retiring from the military. 


Constantinople 


INVESTIGATORS’ INTRODUCTION 


It is 12 March, 330. Constantinople is 
under construction. The Grand Com- 
mencement is less than a month away, 
scheduled for 2 April. Each of the in- 
vestigators is assigned to supervise the 
construction crews. Where are they? 
What are they doing? Allow some 
time for their day-to-day life in Con- 
stantine’s new capital. The boxed text 
nearby describes some locations in 
this new capital of the world. 

One by one their commander, Til- 
lius Corvus, visits them. He wears his 
formal military uniform and leads 
a horse carrying his field kit. He ad- 
dresses each investigator by their for- 
mal rank and title, then says with an 
apologetic smile, “Grab your kit and 
follow me, we've got work to do.” Til- 
lius Corvus does not know the details 
of the mission, only that he is ordered 
to report, ready for duty, with a group 
of his best men before high sun today. 

The investigators are gathered, 
along with two other members of the 
unit—Lorenz, a German legendary for 
his skills with the spear, and Nabadias, 
a massive Greek everyone calls “Bear”, 
well known as an unbeatable hand-to- 
hand fighter. Both seem annoyed to 
be selected for a mission this close to 
retirement but stop short of being in- 
subordinate or disrespectful to Tillius 
Corvus. 

This walking tour of Constantino- 
ple, as the commander gathers-the in- 
vestigators, should be used by keepers 
to show off the city. Once the investi- 
gators are gathered, Tillius leads them 
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to the Curia, the new senate-house on the east- 
ern side of the city. 


THE Curia 


Upon arriving at the new civic building Tillius 
Corvus and the investigators are ushered right 
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in. An aide escorts them through the 
halls and past various guards to the 
office of the Magister Militum, overall 
commander of the regional military 
forces. Corvus lets his men know how 
unusual this is with sideways glances 
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and raised eyebrows. The chief aide seated out- 
side the office rises, salutes Corvus and says, 
"Tribuni Comites. Enter" Corvus enters and 
the door closes behind him, leaving the inves- 
tigators to wait outside. 

If the investigators question the aide regard- 
ing the mission the aide replies, ^With respect, 
I am not at liberty to say” The investigators can 
impress the younger soldier with Status or Fast 


Welcome lo [һе [5угапһпе [| 


From the death of Marcus Aurelius (180 A.D.) until 
the rise of Diocletian (284 A.D.) the Roman Empire 
slipped into a period of steady decline. It was an era 
of political instability, civil war, barbarian invasion, 
natural disasters, and financial ruin. To everyone it 
seemed like the end of the Roman Empire was near. 
Historians commonly call this period “The Crisis of 
the 3rd Century.” 


But then an Illyrian soldier name Diocletian became 
the undisputed ruler of the Empire through an un- 
likely series of events. Diocletian reorganized the gov- 
ernment to better deal with the crisis, and instituted 
various reforms. His efforts saved the Empire and 
many historians agree that his actions delayed the on- 
set of the Dark Ages by two centuries. Aside from his 
bitter persecution of the Christians, he is considered 
one of the most effective Roman Emperors. 


However Diocletian's death in 305 AD sparked a pe- 
riod of civil war, which eventually ended with Con- 
stantine becoming the first Christian Emperor in 
324 AD. He moved the capital of the Empire to the 
city of Byzantium as part of a military, political, and 
economic restructuring of the government. Byzan- 
tium is a very defensible position, sitting astride ma- 
jor trade routes and closer to possible trouble spots. 
The move allowed the new emperor to break from 
the empire's older traditions. Constantine began a 
massive seven-year building campaign to transform 
the city into a grand showcase of Roman power and 
glory. On 11 May in 330 AD he dedicated the city 
as Nova Roma but the name never took. Everyone 
kept calling it what they had during the expansion of 
Byzantium: Constantine's City, or Constantinople. 
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Constantinople began as the Greek colony of Byzan- 
tium, in the 7th century BC. The city lies on the land 
trade routes linking Europe and Asia, and overlooks 
the sea lanes linking the Black Sea and the Mediter- 
ranean. The city has a large harbor and was famed 
for its massive defensive works long before it be- 
came the part of the Roman Empire. During the late 
Eastern Roman Empire, Constantinople became the 
richest and largest city in Europe, influencing art, 
culture, and technology throughout the empire. It 
was known for its beautiful architecture, especially 
its churches and monasteries. The city was also a 
storehouse of knowledge and center for learning, 
possessing a large library containing ancient Greek 
and Roman texts. 
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Talk rolls. If they succeed, he tells them “A cou- 
rier came yesterday from one of the outer forts 
in Lydia. After the Magister read the message, 
he had the man imprisoned in a solitary cell, 
and sent me to personally deliver orders to Tri- 
buni Comites Corvus." 


A MEETING WITH 
THE MAGISTER MILITUM 


A few minutes later the door opens and Cor- 
vus pokes his head out. “Come in. The Magister 
Militum will address us all” 

Inside the office is a man of about thirty 
years of age. He carries himself with a military 
bearing, but has recently gotten thick around 
the middle. Magister Militum Alexius Gemel- 
lus knows the business end of a spear but has 
spilled more ink than blood in the past six years. 
He greets the investigators, invites them to sit, 
and offers them wine. Seasoned veterans, they 
immediately realize they're in serious trouble. 

The Magister Militum then addresses Tribu- 
ni Comites Corvus. He does not expect, or wel- 
come, any interruptions, but he does pause to 
invite questions from time to time. The mission 
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C onstantinople 


Augustaeum — Religious, administrative and ceremo- 
nial central of the city, and also the location of its pub- 
lic market. 


Curia - The new senate building, housed in a basilica 
on the east side of the Augustaeum. 


The Chalke — Ceremonial entrance to the Palace, no- 
table for its huge bronze gates. 


Great Palace of the Emperor – An ornate complex of 
buildings serving as the Emperor's residence. 


Palace of Daphne — One of the major wings of the 
Great Palace. 


Hippodrome — The city's 80,000 seat chariot-racing 
stadium. 


Baths of Zeuxippus — Popular public baths decorated 
with over 80 statues of various historic figures, gods, 
and mythological heroes. 


Milion — A vaulted monument from which distances 
were measured across the Eastern Roman Empire. 


Mese — Main street lined with colonnades leading 
from the Augustaeum. 


Praetorium — Legal courts. 
Forum of Constantine — Secondary senate-house. 


Column of Constantine — A fifty-meter tall column 
constructed of nine blocks and topped with a statue of 
Constantine dressed as Apollo. 


Forum Tauri (Forum of the Bull) — An open square 
surrounded by public baths, churches, and civic build- 
ings, decorated with porticoes and housing a trium- 
phal column in its center. 


Forum Bovis (Forum of the Ox) — Another open pub- 
lic square, notable as a place where public torture and 
executions are performed. 

Severan Wall — A defensive fortification protecting the 
city, soon to become the inner wall. 

Constantine's Wall — An outer fortified wall, topped 
with regular towers, west of the Severan wall. This will 
give the city a pair of defensive walls with a killing 
ground between them. It is currently under construc- 
tion and will be completed by Constantius II. 
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cannot, of course, be refused. Below are the key 
points to his briefing: 


CONVERSATION ABOUT 
THE CRISIS IN LYDIA 


› 


A courier arrived from the Ghilian outpost, 
a few leagues west of Sardis, in the nearby 
province of Lydia. 


The man reported that a mysterious illness 
has broken out in the villages in the area. 


The sickness is blamed on a satanic cult. The 
cult must be put down, whether it is actually 
spreading the plague or not. 


The unknown illness causes weakness, fever, 
muscle pain and a line of sores running 
along the spine. Many of those who contract 
it die. 

Centenarius Longinus is the commander in 
charge of Ghilian. He is having difficulties 
keeping the villagers from fleeing the area 
and several of his men have contracted the 
illness as well. 


Gemellus needs an accurate report on what 
is going on around the Ghilian Outpost. If 
there is a plague it must be contained. He 
will send several thousand men into Lydia if 
he has to. No one infected is to be allowed to 
reach the Lydian capital of Sardis. 


Tribuni Comites Corvus has total authority 

in this matter. He may take command of the 
Ghilian outpost and utilize their garrison of 
100 men as he sees fit. 


A ship is waiting to take the scouts across 
the straits to Cyzicus in Mysia where they 
can pick up horses and any further supplies 
needed. 


Papers are provided to ensure full 
cooperation from any officials, civic or 
military, but there are no official written 
orders. No one is to speak of this mission to 
anyone, ever. 

This new capital is bringing much 
opportunity for men of worth. Those who 
undertake this mission will be rewarded 
with land grants, building interests, business 
partnerships, or anything else within reason. 
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If the investigators ask to speak to the courier, 
the only eyewitness to the crisis in Lydia, Ge- 
mellus refuses. The man is in seclusion. Anyone 
who goes near him will not be allowed to leave 
the prison block for several weeks until it is cer- 
tain they are not infected. 

"If plague were to erupt in Constantinople, 
just weeks before the Grand Commencement, 
do you have any idea what that would do to 
Constantine's reputation? What sort of a panic 
it would cause through the empire? You are not 
to go anywhere near him, that's an order” 

The Magister Militum dismisses the men, 
wishing them the best of luck. He speaks pri- 
vately with Corvus for a moment behind closed 
doors after the investigators are shown out. 
When Corvus exits he says quietly, “Not a word 
until we are outside." 


FINAL PREPARATIONS 


Once outside, Corvus explains. ^We are ordered 
to go directly to the docks and set out at once. 
But I know the ship won't leave until after dark, 
so that gives us several hours before we need to 
be onboard. If anyone needs to make arrange- 
ments, say goodbye to anyone, now would be 
the time.” 

Corvus continues, “Му orders were to bring 
not just my best men, but those nearing retire- 
ment. I apologize for getting you into this. If 
anyone doesn't want to go, I understand. I sug- 
gest you flee the city at once and go into hiding. 
The Magister Militum was clear that the mis- 
sion's secrecy is to be maintained at any cost. 
So, since we have a few hours and Гуе already 
said my goodbyes to the Lady Eudocia, who's 
interested in a drink? We can celebrate my poor 
judgment. Eudocia has agreed to marry me 
once I'm discharged from service” 

Lorenz and Nabadias depart. If the investi- 
gators accept the offer they enjoy fine food and 
wine as they celebrate his recent engagement 
until dusk. The outing is paid for by Tribuni 
Comites Tillius Corvus. 
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Christianity and Constantine 


By 330 AD it is estimated that 10% of all Roman 
citizens were Christian and that number was quickly 
growing. The Emperor Constantine was very active 
in promoting Christianity as a faith, and played a ma- 
jor role in the church. He issued the Edict of Milan 
in 313, banning the persecution of Christianity, and 
summoned the Council of Nicaea in 325, a church 
council to resolve differences between early sects of 
the Christian Faith. 

Militarily, Constantine also used Christianity to 
his benefit. At the Battle of the Milvian Bridge, Con- 
stantine ordered his men to paint the Chi-Ro (an 
early Christian symbol) on their shields, explaining 
that he had seen the symbol in a vision along with the 
words "By this, conquer!" His army won the battle, a 
huge upset against a tactically and numerically supe- 
rior adversary. 

While Constantine still encourages the worship of 
other faiths in the Roman Empire, there are no pagan 
temples inside Constantinople. During Byzantium's 
re-organization and construction, Christian styles 
of architecture were subtly used throughout the city. 
Constantinople was fast becoming the center of the 
Christian World. 


SETTING OUT 


At dusk the investigators and their commander 
board the Andromeda, a small government- 
owned merchant vessel. Lorenz and Nabadias 
are nowhere to be found. With a sigh Corvus 
says, “I can't really blame them" and mutters а 
brief prayer for their well being. 

The Andromeda slips quietly out of harbor 
at midnight and sets sail south across the Sea of 
Marmara. 


The Crisis in | udia 


Lying in what today would be called Western 
Turkey, the Province of Lydia has been part 
of the Roman Empire since 133 BC, over four 
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hundred years by the time the investigators 
arrive. Before this the region was a well estab- 
lished Greek colony and its Hellenic influence is 
still noticeable. Latin and Greek are widely spo- 
ken across Lydia, even in the province's more 
remote corners. Christianity took hold early 
in the area, and Lydia had numerous Christian 
communities. 

Lydia was originally part of the much larger 
and very wealthy Roman Province of Asia. The 
region's administrative zones were reorganized 
in 296 AD into smaller, more manageable prov- 
inces. The province of Lydia, with its capital at 
the city of Sardis, was formed at this time. 

The province boasts lush woodlands and 
fertile river valleys running to bountiful fish- 
ing grounds in the Aegean Sea, making Lydia a 
wealthy and productive region of the Late Ro- 
man Empire. The parts of Lydia the investiga- 
tors travel through contain bands of mountains 
running perpendicular to its coastline. 


TO CHRYSOPOLIS 


FRONTIER 


CYZICUS 


The voyage is uneventful and three days later 
Corvus and the investigators arrive at the port 
city of Cyzicus. Corvus marks the 15 March ar- 
rival date on his mission log, noting that it is 
the Ides of March. 

Cyzicus is an ancient Hellenic city and a 
large center of commerce. Tillius Corvus wish- 
es to make haste in departing the city for the 
Ghilian Outpost. He has prepared a requisition 
list of equipment and provisions for the local 
military supply officer while onboard Androm- 
eda. He consults the investigators and adds any- 
thing within reason to the list (no catapults or 
Greek Fire). 

The investigators have a few hours in Cyzi- 
cus while the supplies are filled and mounts are 
prepared, enough time for a hot meal and may- 
be a visit to a bath house. 
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Tillius Corvus is in command, but the investigators 
should be the driving force of the scenario. Corvus 
has served with them for years and trusts their in- 
stincts, asking their opinions on various courses of 
action. Dominating others to carry out his orders 
is not the way he operates. However, the keeper can 
have Corvus counsel against poor choices, or issue 
orders to keep the story moving if required. Sugges- 
tions include patrolling the area, checking the refu- 
gee camps, and talking to the doctors to learn more 
about the plague. 


LWW, 


In combat, Tillius Corvus is a disciplined fighter who 
protects the man on either side of him. He does not 
seek glory or pursue heroics. He simply tries to keep 
his men alive while accomplishing the mission. 
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SECRECY 


The local soldiers posted in Cyzicus are curious 
about what the investigators are doing in the 
city. А few ask, in a friendly soldier-to-soldier 
way, which unit they are with and what brings 
them to Lydia. Investigators should either refuse 
to answer or lie—if they reveal the true nature 
of their mission it could start a panic. The only 
thing that spreads faster than plague is rumor. 


Tur RoAp To GHILIAN 


Once supplied and mounted, Tillius Corvus 
leads the investigators southeast into cen- 
tral Lydia. They travel for three days, passing 
through mountains and valleys, and finding 
food and shelter each night in quaint agrarian 
villages. For the first two days the trip is pleas- 
ant, however this changes on the third day. 

A steady light rain falls throughout the last 
day, 18 March. The villagers encountered today 
seem nervous at the sight of strangers and back 
away if approached. They won't speak with the 
investigators or Corvus, at most shouting, “Go 
away! There is sickness to the east”. 
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Investigators making a successful Insight 
roll realize the villagers are avoiding them out 
of fear. In truth these people are afraid of both 
the Valerian Plague and the Flayed. The cultists 
have threatened to punish any who talk to the 
provincial authorities. 

If the investigators push the issue, Cor- 
vus moves them on, saying, “We’re not here to 
make things any worse. We're losing daylight as 
well. Best we push on to the outpost”. 


ON THE OUTSKIRTS 


The Ghilian Outpost can be seen in the dis- 
tance. A dozen large tents are set up outside of 
the fort. The tents are placed fifty yards from 
the outpost and have guards posted on the trail 
leading to them. (This is the makeshift refugee 
camp and quarantine area, where displaced 
villagers and victims of Valerian Plague are 
housed.) 

As the investigators draw closer, riders rush 
from the fort to warmly welcome them and es- 
cort them immediately to their commander, 
Centenarius Longinus. 

The exhausted-looking soldiers ask how far 
behind is the rest of the relief force. If the in- 
vestigators look to their commander before an- 
swering, Corvus thinks for a moment and an- 
swers, “Three or four days at least, the rains up 
north washed out a couple of crossings.” This is, 
of course, a lie. The investigators are all the help 
that’s coming. 

If the investigators foolishly utter the truth, 
morale within the Ghilian Outpost plummets. 
This could have dire consequences later. 


THE GHILIAN Outpost 


The outpost is a small military fort, with a ten- 
foot tall stone wall topped with ramparts. Each 
corner of the outpost is guarded by a tower and 
a gatehouse reinforces the fort’s only entrance. 
Within the wall are a handful of buildings, such 
as a few barracks, offices, workshops and store- 
houses. The fort is large enough to house one 
hundred and fifty men. 
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The Valerian Plague 


The plague is named after the Roman Emperor Vale- 
rian, who is said to have been skinned alive after being 
captured in battle by the Persian King Shapur I. 


This mysterious illness is a gift of The Skinless One. It 
is highly virulent. The plague is carried in the blood 
and saliva of all varieties of the ur-rinna dauthi, un- 
dead creatures who serve The Flayed (see below). 
Deaths caused by the Valerian Plague are part of the 
life cycle of the ur-rinna dauthi. 


RULES 


The Valerian Plague acts as a strong poison, attacking 
the body over a six-day period. Those infected must 
make a Constitution roll. Instead of the regular 2D10 
points of damage, victims lose 1D3 hit points per day 
for six consecutive days, or 1 hit point per day if the 
Constitution roll is made. Each day the victim also 
loses 5 points of STR, CON, DEX, INT and APP if 
the roll was failed. If the victim knows of the plague 
by reputation, he or she also suffers 1/1D6 Sanity loss 
after contracting it. 


Death results if a victim reaches zero hit points or 
zero CON. Hit points lost due to the plague cannot 
be recovered until the plague has passed. Should the 
infected person survive, they recover at the rate of 1 
hit point and 5 characteristic points per day. 


SYMPTOMS 


Symptoms begin 1D2 days after infection. Those 
stricken become weak, feverish, dizzy, and confused. 
After three days of active illness those afflicted are de- 
bilitated by bone-crushing chills, delirium and painful 
skin lesions along the spine, running from the base of 
the skull down to the tail bone. 


FATALITY 


Those who die of the Valerian Plague suffer terribly as 
the lesions merge into a complete line of splitting skin. 
The skin of a plague victim totally separates from the 
body and can be pulled off in one complete piece. 
Those witnessing a death from the Valerian Plague 
must make a Sanity roll or lose 1/1D4 Sanity points. 
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THE GARRISON 


While the physical structure is sound and the 
stores are fully stocked, the garrison is in sad 
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shape. Of the one hundred men stationed here 
fifteen are sick, four are missing, and nine are 
dead. The remaining seventy-two able bodied 
men are exhausted, overwhelmed, and de- 
moralized. 

The investigators' arrival raises the spirits 
of the troops. They believe them to be the ad- 
vance element of a larger group coming to re- 
inforce them. 


Meeting With CENTENARIUsS LLONGINUS 


Corvus and the investigators are taken to meet 
with the garrison commander, Centenarius 
Curio Longinus. He is a sturdy, stocky man of 
thirty winters with dark bags under his eyes, a 
decorated veteran of the wars against Licinius. 
However, the crisis he's facing is beyond the 
realm of his experience and the man is desper- 
ate for assistance. 

Longinus eagerly greets Tribuni Comites 
Corvus but is a bit confused. He's heard of the 
Fortes Falcones and wonders why elite scouts 
have been sent to render assistance. 

Longinus ushers Corvus and the investiga- 
tors into his office to debrief them and learn 
what their orders are and when the reinforce- 
ments will arrive. Corvus explains that the Ma- 
gister Militum awaits his report. He and the in- 
vestigators are all there is for now. The man's 
shoulders slump but Corvus reassures him, say- 
ing, ^We've handled this sort of thing before, 
right men?" Corvus looks to the investigators 
to support him in this lie before continuing, 
“Why don't you tell us what's going on here?" 
The commander takes a deep breath and gives 
his report. The key points are as follows: 


THE GARRISON COMMANDER'S REPORT 


> For months he has received reports of 
a satanic cult of robed zealots calling 
themselves The Flayed who threaten the 
local villagers and extort supplies. 


y His men found no sign of the cultists, but 
reprisal attacks soon struck the villages 
who had asked for help. 
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> About this time a villager claimed his wife 
was bitten by a blood-sucking bat while 
she slept. She died soon after of a new and 
terrible illness, the Valerian Plague. 


› The Valerian Plague causes high fever and 
death. 


> The villages of Sirince and Alcati are 
completely depopulated; his scouts 
reported finding blood and corpses 
everywhere. Some of the dead were plague 
victims while others were flayed alive. 


y About the same time dozens of refugees, 
many of them sick, started arriving at the 
outpost seeking protection. The refugees 
from the village Kalekoy told wild stories 
of attacks by Satan worshippers and blood- 
sucking demons. 


> He does not believe the stories, as the 
illness is known to cause hallucinations. 
However, a reinforced detachment sent to 
Kalekoy was ambushed. Many of his men 
were injured or killed, and some contracted 
the Valerian Plague. 
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> A four-man patrol went missing yesterday 
and since then he has kept everyone within 
sight of the outpost. 


> What do we do now, sir? 


INVESTIGATIONS 


Corvus and the investigators have the garri- 
son at their disposal. They may choose to scout 
the area, talk to the refugees and doctors in the 
camp outside the walls, or any other activity in- 
tended to learn more about the plague and its 
causes. 

Unbeknownst to them, they have little time. 
On the second evening after the investigators 
arrive, shortly after midnight, the Army of Skin 
and Blood attacks. 


THe PLAGuE CAMP 


The plague camp is a short distance from the 
outpost, and consists of a dozen tents guarded 
by a pair of legionaries. The tents are divided 
into two widely separated sections, a refu- 
gee camp and a hospital area. Forty refugees 
from Kalekoy are currently in these 
camps, half of whom are in- — 
fected with Valerian Plague. | 
Fifteen infected legionaries 
are housed in the largest tent 
in the plague camp. Abrax, 
a Greek physician, is in 
command. 


THE PHYSICIAN 


Abrax is a tall, wiry 
man of seventy win- 
ters. He rushed here 
from Sardis when rumors of 
plague reached him. He is one of the most re- 
spected medical scholars and physicians in the 
province of Lydia, and his family has a proud 
tradition in the field. He is accompanied by two 
other physicians, his adult nephews Christanos 
and Pilatos. 

Abrax has never encountered an illness Tike 
the Valerian Plague. He advises the investiga- 
tors not to enter the plague camp and if they 
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must do so, he insists they avoid physical con- 
tact with the patients. Abrax has recorded his 
observations but is far from making any real 
progress on treating the illness. 

Abrax is busy and exhausted, but he under- 
stands that the investigators represent the help 
of Constantine. He takes a short break to share 
what little he knows: 


> He is unsure if this is a disease or venom, 
as it seems to be transmitted by bites. 


> Symptoms dont start for a couple of 
days after infection and once they begin 
continue for exactly six days, which strikes 
him as very strange. 


> The early symptoms are high fever, 
weakness, fatigue, sensitivity to light, 
and some confusion; the later ones are 
debilitating pain, madness, and open skin 
lesions forming along the length of the 
spine. Once patients reach that point he 
keeps them sedated with poppy nectar out 
of mercy. 


> Four in ten people with Valerian Plague die 
from it, usually the old, frail, or very young 
(like most illnesses). If the patient survives 
past the sixth day, they slowly recover. 


> The skin lesions of those succumbing to 
Valerian Plague become a continuous open 
sore. Care must be taken when handling 
the bodies. 


> Abrax is unsure if the dead should be 
buried, burned, or entombed. Burned 
bodies could create an infectious smoke; 
buried bodies could taint the soil. For now 
they are piled in a nearby ditch and covered 
with oiled sackcloth. 


> Aman of science, he dismisses stories 
of monsters, bats, or demons spreading 
plague as the fevered delusions of 
superstitious villagers. 


TALKING TO THE VICTIMS 


The investigators can question the refugees 
and legionaries. Those questioned might be 
suffering from the plague, recovering from it, 
infected but not yet showing symptoms, or 
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uninfected witnesses. Some are deeply afraid 
or even insane from the horrors they’ve seen. 
Some grieve for family or friends. Those in the 
refugee camp are easier to talk to than those in 
the plague camp. Here are some of their stories, 
not all of them factual: 


RUMORS OF THE VALERIAN PLAGUE 


> Itis a horrible way to die (true). 


y The plague is caused by the bites of bats, 
ghosts and lunatics (false, but rooted in 
truth). 

>» Itis anew form of rabies (false). 

y The plague is spread by a cult who call 
themselves The Flayed (true). 

> Itis a punishment from God and a sign of 
a coming apocalypse (false, but rooted in 
truth). 

Those who survive the plague lose their 


souls in the process and are now cursed 
(false). 


Dozens of Corpses are Piled in the Body Dump 
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RUMORS OF THE FLAYED 


> The Flayed are lunatics who mutilate 
themselves as a sign of devotion to Satan 
(false, but rooted in true). 


> Most are escaped Gothic slaves who fled 
into the mountains (true). 

> They are heretics, murderers, warlocks and 
witches granted dark powers by making 
pacts with unholy forces (true). 

> The cult demanded food from the villages, 
threatened to ruin crops, or spread disease 
(true). 

> The cult controls the bat that spreads the 
Valerian Plague (true). 

> The Flayed have a hidden temple 
somewhere in the mountains (true). 

> Members of the provincial government are 
secret members of The Flayed (false). 

> The Flayed drink the blood and eat the 
flesh of human beings as a perversion of 
the last supper (false, but rooted in truth). 


RUMORS OF STRANGE CREATURES 


y The plague was started by a demonic bat, 
a huge eyeless wide-mouthed fiend that 
escaped from the fires of hell to feed on 
the blood of the living by night (false, but 
rooted in truth). 


> Strange ghosts, like living burial shrouds, 
come slithering out of the darkness to 
drink blood (true). 

> Blood-drinking madmen roam the 
mountains by night (true). 

> These creatures are neither demons nor 
madmen but the risen dead (true). 


> The monsters serve The Flayed (true). 


> The bite of these creatures causes Valerian 
Plague (true). 

y The creatures shun the light and are only 
seen under sunless skies (true). 

> The creatures can be warded off by 
displaying the Chi-Rho and reciting the 
lord’s prayer (false). 
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HORROR IN THE PLAGUE CAMP 


While the investigators are in a plague tent, one 
victim’s moans of pain rise to screams of agony. 
The victim can be male or female, young or old, 
legionary or villager, as the keeper prefers. As 
Pilatos rushes forward with a draught of pop- 
py nectar the victim flails out in pain, spilling 
the narcotic and knocking the doctor to the 
ground. The victim, horribly drawn, with grey 
skin and bloodshot eyes, lunges out of bed and 
latches onto an investigator with an insane grip. 

“Please father, help me. Forgive me for 
my sins... Don’t let them take me! I can hear 
them!” The person is delirious with pain. The 
investigator is gripped tight, and must make a 
Strength roll to pull away. If the investigator 
cannot escape, other investigators or the doc- 
tors can assist. 

The victim does not let go, and keeps 
shrieking and imploring. When the Strength 
roll succeeds, there is a ripping sound like tear- 
ing fabric as the patient’s skin splits along the 
spine and completely pulls away from their 
body. The investigator falls backwards, taking 
the sloughed-off skin. 

The skinned victim crumples to the ground, 
twitching in wild seizures and releasing a steady 
stream of black vomitus from the mouth until 
dead. Other patients scream, cry and pray. 

Those witnessing this must make a Sani- 
ty roll for 1/1D4 Sanity points. When the hor- 
ror has passed, Pilatos and Christanos wrap the 
victim in a sheet in order to carry the corpse 
to the burial pit. The investigators may volun- 
teer to complete this sad task—see “The Body 
Dump,” below. 


THe Вору Dump 


The bodies of plague victims are placed in a 
natural drainage ditch two hundred yards from 
the emergency camp. Corpses are carefully 
stacked atop one another under large weight- 
ed sackcloth. While hard to determine-at first, 
there are thirty-two bodies, mostly of villagers 
but including six legionaries. This would be a 
horrid sight under normal circumstances but 
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there are several unnatural things to also take 
note of. There is no scent of decay from the 
corpses. There are no flies on the bodies, nor 
have any other natural scavengers approached 
this area. The bodies are fully clothed in the 
garments they died in but each is completely 
skinless. Lastly, the neat pile of corpses has been 
disturbed, with many shifted out of place. 

Sanity loss to view the body dump is 1/1D4 
Sanity points. If Pilatos or Christanos is present, 
or if the investigators report this, the doctors are 
shocked. Care has been taken with the bodies 
since the first few deaths in the camp, and none 
of them were skinned when placed here. 


A CLOSER LOOK 


Investigators wishing to search the bodies must 
descend into the ditch to do so. At the bottom 
of the ditch a successful Track check notes a 
slithering, bloody trail leading away (see “The 
Trail of Blood,” below). 

Listen checks while in the ditch hear some- 
thing moving about under the pile of corpses. 
If the investigators search the bodies carefully 
and make a successful Spot Hidden check they 
discover something hiding at the bottom of the 
corpse pile. 


THELIVING SKINS 


Four ur-rinna dauthi are lurking here, living 
human skins called fill. The fill remain in hid- 
ing until the attack on the Ghilian Outpost be- 
gins, when they will slither into the camp to fall 
upon the refugees. 

If they are disturbed during daylight hours 
the fll fight like cornered rats, unwilling to 
leave the shadov-filled ditch. If they are dis- 
covered after dark, two of the creatures attack 
while the others flee along the ditch, following 
the same route as the trail of blood. 


THETRAIL OF BLOOD 


The trail at the bottom of the ditch runs several 
hundred yards east until out of direct sight of 
the Ghilian Outpost. The trail then leaves the 
ditch and continues east, running through a 
hilly region (see p. 174). Track rolls detect the 
occasional pool of blood or crimson spatters 
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The Villager's Dispute 


The following scene is optional, 
but is of great importance to 
330 AD Christians. 


Two refugees, Jenci and Ne- 
750, are at odds over the rumor 
that plague survivors lose their 
souls. Both men have lost chil- 
dren to the plague, but while 
Jenci's wife recovered from the illness Nezso's did 
not. Nezso believes that plague survivors lose their 
soul and are now somehow unclean. Jenci steadfastly 
refutes this claim, feeling that Nezso is trying to turn 
people against his wife Licia. Both men are devoutly 
Christian and matters of the immortal soul are very 
important. 


The two men were never friends back home in Kale- 
koy when things were peaceful. Now, in the close 
confides of a refugee camp combined with the hor- 
rors they've experienced, they've becoming bitter 
enemies mainly due to fear and frustration. Keepers 
may wish to involve the investigators in settling their 
dispute, which is making an already miserable situa- 
tion in the refugee camp even worse. 


WAAL 


on the leaves of a bush, and the strange marks 
in the dirt of a creature which half-walks, half- 
drags itself. 

The trail continues for miles until it reaches 
an abandoned farm on the outskirts of the de- 
serted village of Kalekoy. 


KALEKOY 


The investigators might reach Kalekoy by 
following the trail of blood from the plague 
camp, or they might scout it out under their 
own initiative, following the track from the 
Ghilian Outpost. 

As the investigators travel the weather turns 
overcast and rainy, blocking any direct sunlight. 
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The Origins of The Order of the Flayed 


Three years ago an insane Gothic slave named Unwen 
murdered his owner's children and fled into the moun- 
tains of central Lydia, following a whispering voice that 
only his unstable mind could hear. The voice directed 
Unwen to a hidden mountain pass leading to an ancient 
subterranean temple. The temple was built by the Voor, 
an inhuman race of albino dwarves, made largely extinct 
during the rise of humanity. This cavern was a center of 
worship for one of their many dark gods, a deity called 
The Skinless One, an avatar of Nyarlathotep. 


Unwen explored the vacant temple and discovered that 
while the Voor were long gone, their teachings were alive 
and eager for a new disciple. The dark magic of the temple 
twisted the madman's perception, enabling him read the 
alien writing of the Voor. Here 

Unwen learned count- 
less dark secrets and 
unholy rites, which 
filled the void of his 
soul with dreadful 
purpose. At the feet of 
the statue of The Skinless 
One he found a Voor artifact, 
a curved skinning knife made of 
alien stone and ancient bone. He took 
up the weapon and named it the Mims 
Sahis, meaning “Skin Knife" in his native 
Gothic. 


Unwen used the artifact and the prayers with- 
in the temple to dedicate his body to the glory 

of his new god and master, The Skinless One. He 
mutilated himself in a month-long ritual and in return, 
was granted unspeakable powers and a new dark purpose. 
Unwen arose from his ritual physically transformed into 
something dark and unnatural. He became Unwen Ga- 
Walith, or The Chosen, more of a malevolent demigod 
than a mortal man. 


Unwen used his powers to free a number of enslaved fel- 
low Goths and brought them to the hidden temple. He in- 
structed them in the worship of The Skinless One, sacrific- 
ing those who refused. Each of the new devotees skinned a 
section of their own flesh as an offering. This was the first 
organized human worship of The Skinless One—the cult 
of The Flayed was born. 


THE UR-RINNA DAUTHI 


Unwen used the Mims Sahis to flay the skin from the lower 
half of his face as part of his offering to his dark master. 


The Ur-Rinna 1 ` 
Dauthi 4 = 


The skin became animate, flying about in a horrific paro- 
dy of a bat. This was the Mustrigg, from the Gothic word 
for “Bat; and became the first ur-rinna dauthi, meaning 
"The Risen Dead: 


The Mustrigg flew out of the temple and bit people in the 
nearby villages, infecting them with a deadly supernatural 
virus. Locals began calling the illness Valerian Plague and 
soon people began to die. The skins of those claimed by 
the plague came alive, pulling away from the rest of the 
corpse to become the second form of ur-rinna dauthi, a 
fill (from the Gothic word for ‘Skin ). 


The fill appear as leathery sacks of human skin slither- 
ing around like an octopus on land. or shambling about 
like marionettes. They are stealthy op- 
ponents, able to hide and maneuver 
through small spaces with ease. In 
combat, fill grab opponents 
with their rubbery limbs 
and bite with the sharpened 
leathery edges of what were 
once their lips and eyelids. The 
bite of these creatures also spreads 
the Valerian Plague. Fill have a thirst 
for human blood, and after draining 100 
SIZ points of blood a fill transforms, quite 
“ violently, into a creature called а Grimmitha. 


A Grimmitha (from the Gothic word for ‘Rage’) is a 
brutish monstrosity, a ferocious creature consumed 
an insatiable thirst for human blood. They are hair- 

less with pointed bat-like ears, dark soulless eyes and 
long hollow fangs. Their long limbs end in sharp claws. 
Like all ur-rinna dauthi the bite of a Grimmitha transmits 
Valerian Plague. 


Unwen Ga-Walith is the greatest of all the supernatural 
beings from the temple of The Skinless One. He is now 
inhumanly strong and neither living nor dead, but a crea- 
ture that transcends such distinctions. He can heal himself 
by force of will, knows an arsenal of spells, and is armed 
with the Mims Sahis. At his command are The Flayed and 
the Army of Skin and Blood. 


WEAKNESSES OF THE UR-RINNA DAUTHI 


Sunlight causes the flesh of these creatures to dissolve 
into a rancid vapor. Each round of contact with direct 
sunlight causes 1D3 points of damage to ur-rinna dauthi. 
The creatures are active mostly at night. 
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THE ROAD TO KALEKOY 


The track from the outpost winds around the 
hill, heading north through two deserted villag- 
es. In Sirince the houses stand empty. Skinned 
corpses lie in the mud, strangely undisturbed 
by predators or decay. The same scenes await 
the investigators at the village of Alcati. 


THE FARM 


Both the trail of blood and the road from the 
outpost pass by a farm on the outskirts of Kale- 
koy. A dozen corpses are scattered around, half 
of whom are skinned. The doors of the farm- 
house are open, but the barn doors are closed, 
rain soaking the thatched roof. 

Three grimmitha lurk inside the barn. As 
the investigators approach the creatures throw 
open the barn doors and rush out, screaming 
and howling, desperate in their thirst for hu- 
man blood. The grimmitha fight until they are 
destroyed. 


THE YOUNG CULTISTS 


Two young cultists hide in the farm's smoke 
house observing the battle. If the investiga- 
tors are victorious, the cultists attempt warn 
their main force, headquartered at the Catholic 
Church in the center of Kalekoy. A successful 
Spot Hidden or Listen check detects the cultists 
as they attempt to sneak away from the farm. 

The two cultists are a youth named Ricimar 
and a maiden called Adosina. Both are thir- 
teen-year-old Goths, the children of more se- 
nior members of The Flayed. They have strips 
of skin removed from their faces and bodies, 
the open tissue forming bloody geometric de- 
signs. They wear dark robes over a leather jer- 
kin, boots and rope belts; each carries a dagger 
and a small shield. 

The young cultists can easily be chased 
down before they slip away. They attempt to 
defend themselves but it is clear to the investi- 
gators that they are untrained combatants. The 
investigators can dispatch them with ease but 
should realize that the young cultists are a valu- 
able a source of information. If one or both are 
captured they can be dragged back to the Ghil- 
ian Outpost for interrogation. 
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THE ARMY OF SKIN AND BLOOD 


Over one hundred ur-rinna dauthi are gathered 
in the center of Kalekoy, a mix of grimmitha 
and fill. The same number of robed cultists 
gathers inside the Catholic Church, chanting 
Gothic slogans to their dark god and cutting 
themselves in a frenzy of self-mutilation. The 
guttural voice of Unwen can be heard leading 
them in blasphemous prayer, and with each ut- 
terance their insane fervor rises. 

The rites take the attention of both the crea- 
tures and the cultists, and investigators receive a 
bonus die to Stealth rolls if they maintain their 
distance. 

The men of the Fortes Falcones are trained 
military scouts, and recognize this as an ene- 
my camp that is preparing for war. The Ghilian 
Outpost must be warned. Tillius Corvus orders 
them all to retreat. 


THE PRISONERS 


If captured, Ricimar and Adosina say nothing, 
smiling at their captors with dreamy, far off 
gazes. 

Should the refugees learn that two of The 
Flayed have been taken prisoner they demand 
the cultists be handed over for immediate ston- 
ing. If it is explained that the pair will be ques- 
tioned and forced to betray the cult's secrets, 
the villagers agree to postpone the execution. 

Centenarius Longinus is eager to learn 
more about the elusive cult and provides a se- 
cure room for interrogation. The cultists ap- 
pear calm and show little concern about their 
situation. All attempts to get them to talk with 
Fast Talk or Persuade automatically fail. More 
direct measures must be taken. 

The cultists only talk if their will is broken 
under duress, by inflicting any amount of dam- 
age. Once this is done investigators can attempt 
Fast Talk or Persuade checks with a possibility 
of success. 

If the investigators manage to break the 
prisoners and get them speaking, they begin to 
ramble insanely. They feel confident because 
they know that the Army of Skin and Blood will 
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soon destroy the outpost. Here are some of the 
statements the pair makes: 


› The Army of Skin and Blood will destroy 
you all. Mortals are no match for the ur- 
rinna dauthi! 


y The fill and Grimmitha will drink your 
blood and your drained husks will bolster 
our ranks! 


y Hail Unwen Ga-Walith, the dark immortal 
prophet of The Skinless One, He Who 
Shows Us the Way! He who is a God among 
men. The first to read the sacred walls! 


> Soon the great Faith of The Flayed and its 
Army of Skin and Blood will flow across 
the Empire like fires engulfing a field of dry 
barley! 


> This fort shall fall. The Army 
of Skin and Blood comes 
for you tonight! 


> This is only the 
beginning; we shall 
destroy Sardis, Cyzicus, 
and then Constantinople! 


THE WARNING 


There are two ways for the in- 
vestigators to learn of the im- 
minent attack on the Ghil- 
ian Outpost: scouting the 
enemy camp at Kalekoy, or 
interrogating the prison- 

ers from the farm. 

If they receive this warn- 
ing, Corvus assumes command, 
ordering all legionaries to arm 
themselves and man the walls. Ma- 
nuballistae are loaded and verrutum (throw- 
ing spears) are distributed. Lookouts watch the 
road from the mountains. 

The refugee camp is outside the walls. 
Longinus is against allowing anyone from the 
camps into the fort, as the plague poses as great 
a risk as the coming battle. Corvus can see both 
arguments. What is the investigators’ counsel? 
Let them decide. 
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THe Attack On THe GHILLIAN Outpost 


The Flayed has gathered a large force of ur- 
rinna dauthi and human cultists to assault the 
garrison and outer camps. Out of the darkness 
of the second night they come from all direc- 
tions, a wave of howling undead and lunatics 
filled with an inhuman hunger and bloodlust. 
Dozens of shadowy fills slither up the walls and 
scores of howling grimmitha claw their way 
up to the battlements. Mutilated cultists fol- 
low close behind with ladders and grappling- 
hooked ropes. All viewing this attack must 
make a Sanity roll for 1D3/1D8. (If the investi- 
gators did not bring the refugees into the fort, 
the view of the camp being overrun makes the 
scene even worse, and Sanity loss is instead 
1D4/1D10.) 
Behind them all, safely 
out of range of missile at- 
tacks from the outpost’s 
battlements, is the 
commander: the dark 
prophet of The Flayed, 
Unwen Ga-Walith, 
chosen of The Skin- 
less One. He appears as 
a darkly robed figure rid- 
ing back and forth behind the 
battle lines astride a horrific 
skinned horse. He holds the 
Mims Sahis above his head 
and utters prayers and or- 
ders, whipping the crea- 
tures and cultists into 
_ a frenzy. Only those 
failing a Luck check 
catch a glimpse of Unwen Ga-Walith, which re- 
quires an additional Sanity roll for 1/1D4. 


THE BATTLE WITHIN THE BATTLE 


The wave of monsters and maniacs ‘crashes 
against the walls. Allow the investigators one 
round of missile fire before the first enemies 
reach the top, or two rounds if they have pre- 
pared their defenses. 
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Desperate hand-to-hand fighting breaks 
out across the battlements. The investigators 
must lead by example; their success determines 
whether or not the garrison falls. 

The investigators have a specific number of 
opponents to defeat, determined by their ac- 
tions up to this point. If the investigators win 
their battle against their opponents, the entire 
garrison does the same and the fort is saved. 
Should the investigators fail to win their battle 
against their opponents, the garrison is routed 
and the outpost falls. 

Keepers can modify the initial numbers of 
opponents for their investigators however they 
wish, but the guidelines are as follows: 


Standard unmodified attackers: 5 fill, 5 


grimmitha, 2 cultists. 


› Ifthe investigators lowered the garrison’s 
morale by revealing there is no relief 
force: +2 fill, +1 grimmitha, +1 cultist. 


> Ifthe investigators alerted the garrison of 
imminent attack: -1 fill, -1 grimmitha. 


> Ifthe investigators brought everyone 
from the emergency camps into the 
outpost before the attack: -1 fill, -1 
grimmitha. 


> If investigators rally the outpost's 
defenders (requires a successful Fast 
Talk, Persuade or Status check): -1 fill, -1 
grimmitha. 


GHILIAN IS SAVED 


If the investigators defeat their required num- 
ber of opponents, the enemy attack fails. The 
Army of Skin and Blood is nearly wiped out. 
The surviving attackers flee into the night. No 
pursuit is allowed, by order of either Centena- 
rius Longinus or Tribuni Comites Corvus. Who 
knows what else may be out there in the dark? 
“I handpicked my best men; men I admired, 
men I knew I could depend on; Corvus tells 
the investigators in the aftermath. “You did not 
disappoint me! I have never been prouder to be 
your commander. Here, in the twilight of our 
careers, was the finest battle we've ever fought!" 
He raises his sword and cries, “FALCONES!” 
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The surviving legionaries can pick up the cry, 
shouting Falcones three times into the night. 

When morning comes the defenders of the 
Ghilian Outpost bury or burn the dead, tend 
to their wounded, quietly celebrate and give 
thanks to God for the victory. Many have died, 
many more are wounded, but the outpost still 
stands. Centenarius Longinus, the men of the 
outpost and any refugees who have survived 
thank the investigators for saving their lives, 
cheering and saluting them as heroes. 


GHILIAN IS LOST 


If the investigators cannot defeat their required 
number of opponents, the Ghilian Outpost falls. 
However, Tribuni Comites Tillius Corvus and 
the men of Fortes Falcones haven't survived this 
long without knowing when to cut their losses 
and run. The keeper should decide if and when 
this happens to ensure that the entire team of 
investigators isn't killed defending the outpost. 
When Tillius Corvus decides that the fort has be- 
come indefensible he orders his men to retreat. 

Corvus makes sure any unconscious investi- 
gators are carried out, personally doing so if nec- 
essary. His efforts to have the garrison's remain- 
ing defenders make an orderly retreat fail, as the 
panicked legionaries completely lose discipline. 
Tillius Corvus refuses to become part of their 
rout and leads his men into the night in a hasty 
yet orderly fashion as the Ghilian Outpost burns 
behind them. As the investigators flee the air is 
filled with the screams of pain, the moans of 
the dying, and pleas for help and mercy. For en- 
during this humiliating defeat each investigator 
must make a Sanity roll for 1/1D3 Sanity points. 

Corvus finds a place where the investigators 
can safely hide until morning. “Come dawn 
we'll go back, pick up the trail and follow these 
demons back to their lair”, he explains. “While 
we still live this mission isn't over. We've lost a 
battle my brothers, we've lost them before but 
by the grace of God we will win the war. I'll take 
first watch." 
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The Voorish Tem le 


With the battle over, the investigators can locate 
and attack the ancient subterranean temple oc- 
cupied by The Flayed. If the Ghilian Outpost 
was saved, the investigators are participating in 
a mopping up operation reinforced by a dozen 
of the garrisons surviving legionaries. If the 
outpost fell, Corvus and the investigators alone 
launch this last ditch strike at the heart of the 
enemy. Either way their objective remains the 
same, the eradication of The Flayed and the 
death of Unwen Ga-Walith. 


THE TRAIL 


The Army of Skin and Blood return to their 
mountain temple after the battle, either in vic- 
tory or defeat. 
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The investigators won the battle of the Ghilian 
Outpost: The trail is littered with the bodies of 
cultists who have succumbed to their wounds 


during the retreat. The terrifying skinned horse 
also lies dead, slaughtered after breaking its 
front legs stumbling into a ditch. 


The investigators lost the battle: The Flayed 
have dragged dozens of prisoners away with 
them. The trail is wide and obvious. 

Either way the trail is easy to follow and re- 
quires no Track roll. The trail leads to Kalekoy 
and then seven miles beyond, northeast into 
the mountains. The trail ends at the entrance to 
a mountain pass, which is cunningly concealed 
and normally quite difficult to notice. Without 
the obvious trail to follow one could pass with- 
in five feet of the pass’s entrance and fail to no- 
tice it. 
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THE PASS 


The narrow mountain pass, just wide enough 
for a single person to move through, snakes 
upwards into the high mountains at a steep 
angle. If the investigators are accompanied by 
legionaries from the fort, the soldiers wait for 
the scouts to lead the way. 

After about a half mile the trail opens up 
to become a narrow cliff side trail. This trail is 
about six feet wide and steeper than the pre- 
vious section. One side of this section of the 
trail faces a sheer cliff face while the other side 
plummets to a jagged canyon hundreds of feet 
below. It looks perilous but if the investigators 
proceed cautiously no rolls are required to pass 
through safely. The trail continues for a half 
mile before opening onto a flat plateau ringed 
by sheer cliffs. 

Any legionaries from the Ghilian Outpost 
quietly turn back when the trail reaches the 
cliff. The last investigator in the marching or- 
der can make a Spot Hidden to notice them re- 
treating back down the trail. Corvus shakes his 
head, “let them go.” 


THE PLATEAU 


The plateau is a circular area, 100 yards across 
and ringed by 60-foot high cliffs on every side, 


AWVaWaAWAWaAWaAWaAWaWaAWaWaAWaWaWAW: 
[unning the М1, Temple 


The Voorish temple has been designed for a com- 
plete team of all six pre-generated investigators. The 
encounters here can be tailored to the number of in- 
vestigators and their particular play styles. Keepers 
should also feel free to add or omit anything they 


wish. 


The situation in the temple is different according to 
whether the investigators won or lost the Battle of 
the Ghilian Outpost. These differences are highlight- 


ed in the descriptions below. 
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making the investigators feel they are standing 
on the bottom of a massive upturned bucket. 
There are seventeen large upright stones evenly 
placed around a massive hole in the center of 
the plateau. The stones are nine feet tall, six feet 
around and covered with ancient faded hiero- 
glyphs. The ancient Voorish writing has been 
made illegible by time. Chained to each stone is 
a skinned human corpse. There is no only way 
off the plateau other than the trail the investi- 
gators entered from, and the massive hole. 


THE HOLE 


The 25-foot wide hole opens onto a shaft 
plunging down into darkness. Dropped torches 
vanish into the void and dropped stones never 
seem to strike bottom. The sides of the shaft 
appear sheer with few handholds. Scaling the 
sides of the shaft without rope would be sui- 
cide, and the amount of rope needed is impos- 
sible to determine. 

Investigators making a successful Spot Hid- 
den roll while specifically examining the edg- 
es of the shaft discover something remarkable. 
They can see a spiral stairway ringing the sides 
of the shaft, so cunningly camouflaged that it 
is nearly invisible when viewed from above. 
Dropping down five feet onto the stairs below 
is safe but unnerving. The stairway is four feet 
wide, does not have a railing, and descends into 
the depths. 


THE BARRIER 


After descending four hundred feet the investi- 
gators encounter an inky black barrier. It looks 
similar to oil floating on the surface of a pond 
but hangs in mid air, completely covering the 
shaft. The barrier prevents the passage of light 
and sound, which is why torches seem to van- 
ish and dropped objects never seem to strike 
a bottom. The inky barrier feels slimy to the 
touch and contact with it causes the investiga- 
tors to feel a cold, sickly tingle move through 
their bodies. However such sensations are com- 
pletely harmless and the barrier can be easily 
traveled through. There is a bad moment when 
the investigators first step through, feeling the 
steps below them but unable to see their feet. 
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This strange magical effect was placed here 
by the Voor to deter intrusion and protect them 
from direct sunlight. The steps continue be- 
yond for another four hundred feet down to 
the temple. 


ENTERING THE TEMPLE 


These chambers were once part of a vast sub- 
terranean temple complex. Today, hundreds of 
thousands of years after their first construction, 
only a few chambers remain. The majority of this 
Voorish ruin has collapsed over the centuries. 


The Maddening Mists: Tiny holes in the floor, 
walls and ceilings periodically emit puffs of 
grey vapor. The grey mist smells of flowers 
and drifts about the windless complex as if by 
unseen control. Breathing the vapors opens a 
sentient mind to the temple’s malevolent in- 
fluence, draining 1 point of Sanity per hour of 
exposure. 


THE ENTRANCE 


The passage from the base of the steps leads to a 
wide chamber. Tiers of rock lead further down. 
Burning torches on the walls light this area, 
signs of human habitation. 

The light catches glittering patterns from 
the walls. The chamber contains decorative 
mosaics, made from the teeth of early humans, 
depicting heroic imp-like creatures (voor) bat- 
tling spear-wielding savages (humans). 

The investigators may encounter a cultist 
patrol if they linger in this area. 


THE PATROL 


Cultists patrol the cave complex. The patrol 
route is marked on the map on p. 185, from 
the temple to the entrance and back again. The 
patrol makes no attempt to disguise its move- 
ments, and its approach can be heard with a 
Listen roll with a bonus die. 

Investigators can creep past the patrol eas- 
ily, with no skill check required. If the investi- 
gators attack, the cultists try to raise an alarm, 
which attracts the ur-rinna dauthi in the Tomb 
(see below). Investigators may be able to elimi- 
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nate the patrol stealthily although attempting 
to do so is both challenging and risky. 


The investigators won the battle of Ghilian 
Outpost: the patrol is made up of two wound- 
ed, demoralized cultists. 


The investigators lost the battle: the patrol is 
made up of three cultists, who are jovial and 
share a jug of wine. Keepers should reduce the 
skills of these cultists by 20%, due to their in- 
ebriation. 


THE TOMB 


The Flayed use this chamber to house the Army 
of Skin and Blood. All remaining ur-rinna 
dauthi are slumbering here after the battle of 
the Ghilian Outpost. No lights burn here. This 
area is pitch black. 


The investigators won the battle: there are a 
dozen wounded creatures here, huddling to- 
gether in the dark. Investigators can wade into 
these creatures, likely dispatching them with 
ease or stealthily creeping through the room 
to deliver a coup de grace to each. There are 7 
wounded fill (5 hit points each) and 5 wounded 
grimmitha (7 hit points each) 


The investigators lost the battle: there are 60 
ur-rinna dauthi here, an even mix of fill and 
grimmitha, slumbering after gorging them- 
selves on blood. They sleep in a ring surround- 
ing a group of 32 chained human prisoners. All 
are infected with the Valerian Plague, and in six 
days most will die and their skins shall arise to 
join the ranks of the Army of Skin and Blood. 
Rescuing these people or defeating this large 
horde of ur-rinna dauthi should be impossible 
for the investigators to achieve. 


THE BARRACKS 


This small chamber serves as a communal dor- 
mitory for the members of The Flayed. There 
are thirteen hammocks made from tanned-hu- 
man skins. At this point there are somewhere 
between four and ten surviving cultists- Those 
located here are sleeping, either nursing their 
wounds or sleeping off the effects of their vic- 
tory celebration. 
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If investigators won the battle: 2 wounded 
cultists. 


If investigators lost the battle: 5 cultists. 


If Ricimar and Adosina escaped capture: +2 
Ricimar & Adosina 


THE STORES 


This room is where the cult keeps its stores of 
food and water. There are several crates, baskets 
and barrels filled with grain, fresh water, weak 
wine, flat bread, dried fruit and salted meats. 


THe TEMPLE 


The temple is the heart of the complex, and 
its lowest level. Two passages lead down into it 
from the higher areas. 

The walls of this large oval chamber are 
covered with Voorish hieroglyphs, which are 
at first completely illegible (see “The Writing 
on the Walls”). In the center of this chamber 
is a natural column that has been carved into 
a beautiful, yet terrifying, depiction of a flayed 
humanoid figure (see “The Central Icon”). To- 
wards the back of the room is an area for reli- 
gious instruction and ritualistic flaying (see “A 
School of Skin”). 

The grey, sweet smelling mist flows thickly 
in this chamber. There are a larger number of 
holes here, emitting a greater volume of mists. 
When the puffs of mist are produced the walls 
emit a low and mournful whistling sound. 


THE WRITING ON THE WALLS 


Anyone examining the writing gets the sudden 
sensation of falling towards it, and must make 
a Sanity roll for 0/1D3 Sanity points. If the roll 
succeeds the feeling fades and nothing happens. 
If the Sanity check is failed the victim is drained 
of 1 magic point, loses 1D3 Sanity points and 
can now somehow read and understand the 


ancient Voorish hieroglyphs inscribed in this 
chamber (see|“The Temple's Secrets”). 
THE CENTRAL ICON 


The central icon is an ancient figure of a skinned 
human. The perspective is flawless when 
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The Temple's Sec rels 


The Voorish hieroglyphs in the main temple are en- 
chanted, granting any sentient mind succumbing to 
their effects the ability to read them. The blasphe- 
mous knowledge written here is more than enough 
to shatter a person’s sanity and consume their soul. 
Once someone starts to read and understand the 
writing, they feel a nearly overwhelming urge to con- 
tinue. They are unable to stop until they've read ev- 
erything written here unless they are able to make an 
opposed POW roll against POW 80. If they pass they 
find the strength to stop reading the horrible text and 
have no desire to ever look upon the runes again. 


Those succumbing to the text's dark allure can only 
be saved if physically restrained and forcibly removed 
from the chamber. This breaks the enchantment 
placed upon them. Otherwise the victim spends 1D3 
days reading every dark profane thing written here. 
Their minds are filled with vast stores of forbidden 
knowledge, driving them completely insane. Once 
insane, they are a willing slave of The Skinless One; 
investigators so affected become non-player charac- 
ters and gain 2D6 spells of the keeper’s choice. 


MM MM MM Mz 


viewed from any angle. The expression on the 
figure is powerful and cruel. Those examining 
the statue must make a Sanity roll for 0/1D4. If 
the investigator passes this check they only see 
the statue. However, if they fail this check they 
are drained of 1 magic point and lose 104 San- 
ity points as the features of the statue instantly 
change into their own! The person so affected 
becomes convinced the skinned figure is them. 
The actual statue does not change at all; this is 
a twisting of the victim's perception. Multiple 
viewers affected by this each perceive that this 
statue 15 a representation of them. 


A SCHOOL OF SKIN 


The area at the back of the temple contains a 
bloodstained table and chair with leather straps 
for securing victims for ritual offerings and 
sacrifices. There is a shelf with various curved 
sharp knives and clamps used for skinning. 
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Nearby are three benches and an oversized 
chair arranged in a circle where Unwen Ga-Wa- 
lith instructs the cultists in the proper worship 
of The Skinless One. 

Below the benches and chair is a decorative 
leather rug of purple-dyed human skin. An- 
other decorative human skin, this one adorned 
with silver tack studs, hangs from the back wall. 

These skins are alive, sacred temple guard- 
ians that rise up bonelessly to attack any infidel 
approaching the entrance to the inner sanctum. 
Those viewing these strange creatures must 
make a Sanity roll for 1/1D6 Sanity points. As 
the hanging skin springs from the wall, an en- 
trance behind is revealed. 


THE CONCEALED ENTRANCE 


The living human hide hanging as a tapestry 
covers a narrow passageway leading to the tem- 
ple's inner sanctum. Just inside the doorway is 
a stone lever which, when pulled downward 
slowly lowers a huge stone slab across the en- 
trance. Once it is lowered this lever is useless, as 
another within the inner sanctum must be used 
to raise the stone slab once again. 

This is a defensive measure the Voorish 
high priest used to seal himself in the sanctum 
when retreating from danger. The investigators 
can use it to prevent any reinforcements from 
following them. This may prove helpful if The 
Flayed won the Battle of the Ghilian Outpost, 
because large numbers of cultists and ur-rinna 
dauthi would still be active in the complex. 


THE INNER. SANCTUM 


Within this small chamber investigators find 
the leader and founder of The Flayed. 

Hanging upon the walls is a collection of 
four human skins decorated with legionary tat- 
toos, taken from the bodies of captured soldiers 
who became sacrificial victims. The floor is a 
carpet of round patches of different colored fur, 
but upon closer inspection investigators realize 
it is made from human scalps. Wind chimes of 
bloody teeth and children's bones tinkle in the 
flowing movement of the sweet grey mists. 
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In a corner is Unwen's bed, a bone framework 
containing a massive cot made from several hu- 
man skins. His pillow is also made of soft, supple 
leather with the tiny faces of a half dozen new- 
borns visible upon it. At the far end of the room is 
the skinned upper torso of a human being, hang- 
ing from a pair of hooked chains. The mouth of 
the head utters, over and over “Dauthu-bleis... 
Dauthu-bleis..." meaning “doomed to die" in 
Gothic. Viewing all this requires the investigators 
to make a 1/1D3 Sanity roll. 

Kneeling here in contemplation is a single 
robbed man. 

As the investigators enter he rises, causing 
his robes to fall open. His features are those of 
a tall, powerful Gothic man, his skin decorated 
by long curving gashes and sweeping cuts. He 
glares and says, “I am Unwen Ga-Walith, cho- 
sen of The Skinless One. Your skins are mine!” 
He draws forth an ancient stone blade (see “The 
Mims Sahis”), slips off his robe and a night- 
marish battle begins. 


THE FINAL BATTLE 


In this enclosed space investigators do battle 
with Unwen, but he is not alone. Various crea- 
tures join The Skinless One’s prophet. The hor- 
rors of unfolding battle require the investiga- 
tors to make a single Sanity roll for 1D4/2D6 
points. 

The four decorative human skins spring 
down from the sanctum’s walls and attack. 
They flop and leap about, stabbing and slash- 
ing with their sharp edges. The living skins de- 
fend Unwen, giving him time to cast spells until 
the investigators fight their way past the crea- 
tures. Currently the Mim Sahis can supply Un- 
wen with an additional 10 magic points. 

Once investigators reach Unwen they are 
in for a final surprise. Three quarters of Unw- 
en's skin comes alive and slithers off his body to 
fight beside him. In appearance Unwen’s Hide 
resembles a centipede with two snake-like heads 
on either end. A flap of skin from the lower part 
of his face, mostly his jaw line, nose and lips, 
also detaches. This flies about the room, seek- 
ing an opportunity to deliver a vicious bite to 
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one or more investigators. This creature is the 
Mustrigg, first of the ur-rinna dauthi. 

The Gothic madman now stands before 
the investigators almost completely flayed. He 
fights with the Mims Sahis, completely fearless 
and overconfident. 

He battles on until slain, but keepers must 
ensure that Tillius Corvus, and only Tillius 
Corvus, delivers the final blow to Unwen (see 
"A Hero Falls"). 


A HERO FALLS 


Keepers should choose a dramatic moment for 
the combat against Unwen to conclude. While 
the investigators can reduce Unwen to zero hit 
points, keepers should describe Corvus as de- 
livering the true and final deathblow. Do not 
rob the players of this moment though. If they 
impale Unwen with a spear with enough dam- 
age to kill him he writhes about, clearly mortal- 
ly wounded, but it is Corvus who steps in and 
finishes him off. 


The Final Battle! 
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The battle ends with Tribuni Comites Til- 
lius Corvus plunging his spatha hilt-deep into 
the chest of Unwen Ga-Walith. 

The cult leader screams, howling in anguish 
and disbelief as he drops the Mims Sahis. Cor- 
vus pulls out his sword and an enormous foun- 
tain of blood, more than would be in the bodies 
of ten men showers from the wound. The blood 
completely engulfs Tillius Corvus, knocking 
him backwards with the force of the crimson 
geyser. 

The battle is over. Unwen lies dead. The un- 
earthly fountain of blood ceases. Tillius Corvus 
crawls out of the puddle of blood coughing and 
sputtering. Every cultist and ur-rinna dauthi in 
the complex dies screaming as Unwen Ga-Wa- 
lith is destroyed. Everyone infected with Vale- 
rian Plague is instantly cured and begins to re- 
cover. The crisis in Lydia is over. 

Tillius Corvus looks up at the investiga- 
tors saying, “I don’t feel well. Make sure Ge- 
mellus gets my logs and keep updating them. 
Take his weapon. Give it to Gemellus... Don’t 
let the Goths get it back... I'm not afraid to die 
but... I want to go home..." He then slips into 
a deep coma from which he does not awaken 
for many days. 


Constantinople Again 


The investigators are now on their own, with- 
out the guidance of their commander. He has 
instructed them to keep updating his mission 
log, take the Mims Sahis to Constantinople, and 
turn both over to Gemellus. The investigators 
have travel papers to speed their trip and obtain 
any government or military assistance they re- 
quire. At the Ghilian Outpost the plague camp 
is taken down as all patients have recovered. 

The investigators can return to Constan- 

tinople without incident, with the comatose 
form of Tillius Corvus. 

Lady Eudocia, the wealthy widow Corvus 
became engaged to, hires the best physicians in 
the city to care for her him while he recovers in 
her home. 
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Magister Militum Alexius Gemellus hears 
the investigators' reports and takes possession 
of the mission logs and the Mims Sahis. He is 
satisfied that the mission has succeeded and 
that no further action needs to be taken. Ge- 
mellus swears the investigators to secrecy, gives 
each two months' leave and a bonus equal to a 
year's salary. He instructs them to return after 
the city's dedication for their full rewards for 
this mission and formal discharge from mili- 
tary service. 

The men of Fortes Falcones are given a rest, 
allowing their damaged bodies to heal and their 
frayed sanities to mend. Their commander also 
begins to heal; the investigators receive word 
that Corvus is slowly waking from his coma but 
is still not out of danger. 

The investigators can take part in the ded- 
ication ceremonies for Nova Roma, the new 
capital of the Roman Empire, and a city which 
is now safe from the evil of The Skinless One, 
thanks to them. However, their story is not 
quite at an end. 


THe GRAND COMMENCEMENT. FESTIVAL 


Keepers should allow the investigators to enjoy 
the festivals commemorating the official open- 
ing of Nova Roma. The ceremonies begin on 2 
April 330 and continue for forty days. 

The nature of the celebrations varies wide- 
ly across the city. There are parades with mu- 
sic, rare animals, performers and military for- 
mations in their highly polished helmets and 
freshly painted shields emblazoned with gleam- 
ing white Chi-Rhos. 

There are parties, large and small, ranging 
from formal dinners where politics and religion 
are discussed to music-filled revelries filled with 
flowing wine and dancing couples. There are 
religious ceremonies in the various Christian 
churches, giving thanks to the one true God on 
this solemn occasion, including a high mass in 
the Haghia Eirene. There are, of course, politi- 
cal speeches and appearances by Constantine, 
the first Christian Emperor of the Roman Em- 
pire. The investigators should be able to find an 
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activity which suits them, and with a full years’ 
salary in their pouches, the means to fully enjoy 
the celebration. 

On the fortieth day, 11 May 330, the cere- 
mony concludes with a massive procession in 
the Hippodrome. The entire population attends 
to see a huge statue of Constantine wheeled 
around the arena, escorted by soldiers in cer- 
emonial dress bearing lighted papers, followed 
by chariot races. 

The name of the new city NOVA ROMA 
CONSTANTINOPOLITANA, ‘New Rome, the 
City of Constantine, is engraved on a stela and 
set up in the Strategion. 

Keepers should use this time to lull their 
players into a sense of security because the hor- 
rors are not yet over. However, they have seen 
the new capital rise, and survived the ordeal. 


AWVaWaAWaAWaAWaAWaAWaWaAWaWaAWaWaWAW: 
What if Tillius Corvus 


Does Not Kill (меп? 


It is possible, despite keeper 


intervention, that Tillius Cor- 
vus does not get to kill Unwen. 
This is to be avoided, but it is 
possible. Anything can happen 
in play. 

Irrespective of who launches 
the killing blow, the blood 
shower can still drench Cor- 
vus. It is better if he also kills him, but the blood 
is enough. However, if Corvus is not present at all, 
someone else must take the role. 


Whoever kills Unwen is destined to become Fenalik, 
so that dark destiny may befall one of the investi- 
gators. Keepers should study the final scenes below, 
and replace them with an equivalent scene when the 
fallen comrade wakes from his coma and kills all 
those who knew him in life. 


Another possibility is for all the investigators to fall. 
In this case, describe Corvus prevailing and stag- 
gering from the temple, alone, to disappear into the 
bloody mists of history. 


WANN AAV ANNAN ANNAN 
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Grant each of them 2D6 Sanity points, with 
an additional 1D4 Sanity points if the plague 
camp was saved. 


THE INVITATION 


A well-dressed Greek youth delivers joyful news 
to the investigators. He is a messenger in the 
service of Lady Eudocia, and reports that his 
mistress’s fiancé, Tribuni Comites Tillius Cor- 
vus, has recovered from his injuries and grows 
stronger daily. They are all invited to a small 
wedding celebration onboard her family’s lux- 
ury barge, The Plethora. He explains that Tillius 
Corvus told him personally to make sure they 
got the message and urged them to join him in 
this festival occasion. The messengers smiles 
and says, “He mentioned something about his 
poor judgment and said you'd understand.” 


Wedding Madness! 


192 


The reception will be held on the evening of 12 
May, the day after the dedication ceremony. 


DISCHARGED, REWARDS 
AND NEW ASSIGNMENT 


On the morning after the dedication Magister 
Militum Gemellus meets with the investigators. 
He delivers their various rewards, such as loans 
to start businesses, deeds to lands or properties 
within the city, or minor government appoint- 
ments. Lastly he salutes each of them before 
signing their discharge papers, formally retiring 
them with honor into civilian life. 

Gemellus then asks if the investigators are 
interested in taking on a further assignment, 
for a fee. The knife recovered in Lydia has van- 
ished, stolen while all eyes were on the dedica- 
tion ceremony. А guard was found dead and the 
only thing missing from the vault he was pro- 
tecting was the Mims Sahis. A group of men 
were seen fleeing the area, the guards managed 
to shoot one with a crossbow. He was moan- 
ing in Gothic, and missing sections of his skin. 
Foolishly the guards killed him when he drew a 
dagger as they drew close. 

Gemellus is organizing a team to track the 
men down and recover the knife; it seems to be 
some sort of a symbol to this new religion. “I 
could send others after it but I think you men 
and Corvus have the best chance of finding 
it. Please, talk to Corvus for me. I asked him 
to come to my office but he refused." He adds 
with a chuckle, “I think that woman he's about 
to wed has him on a short leash. It's a sad way 
for a fighting man to end up. Please convey my 
apologies for missing his reception, but I have 
this mess to deal with now and can't pull my- 
self away.” 


THE WEDDING CRUISE 


That night the investigators board The Plethora, 
a luxurious wide hulled pleasure barge, deco- 
rated with silken banners of purple and white, 
hung with lanterns. Soft music from a group of 
players fills the air. The reception is a small one, 
the investigators and about two dozen other 
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guests. The bride and groom are below deck, 
getting ready. Everyone is dressed in colorful 
flowing garments with intricate geometric pat- 
terns, the latest fashion. The barge paddles out 
of harbor and anchors a mile or so off shore, 
with the silhouette of the New Capital illumi- 
nated by the slowly setting sun. Several cours- 
es of fine food are served, along with various 
wines and ales. 

At sunset the lamps are lit as Lady Eudo- 
cla and Tillius Corvus make their entrance, to 
the applause of their guests. Corvus nods at his 
men, but seems distant, perhaps focused on this 
momentous occasion in his life. 

A young priest name Theodoric, one of Lady 
Eudocia's nephews, marries the couple. They 
exchange their vows and kiss, but the investiga- 
tors may notice that something isn't quite right. 
Insight rolls confirm that Tillius Corvus seems 
detached, possibly haunted by the horrors they 
all shared in Lydia. He is wan and pale. 

As Eudocia and Corvus are pronounced as 
man and wife, a call goes out for a toast to the 
happy couple. Wine is poured. Here the keep- 
er should mime the action of Corvus proffer- 
ing his cup and drinking—take careful note of 
which players follow the mime and drink up. 
Whether the investigators drink or not, things 
suddenly take a nightmarish turn. 


THE BETRAYAL 


After the toast Corvus addresses the guests. "T 
drink to the friends of Tribuni Comites Tillius 
Corvus”, he says, looking directly at the inves- 
tigators. Suddenly the investigators who drank 
the toast feel a twisting, burning wave of nausea 
in their guts. ^But Corvus is dead, and I have no 
need of friends” 

Corvus grabs his bride and sinks his long 
fangs into her throat, rips it out and drinks 
deeply of her spraying blood. Those viewing 
this must make a Sanity roll for 1D4/2D6 San- 
ity points. The new vampire then snatches up a 
sword hidden behind the priest's podium, and 
turns on the guests. 

Guests and servants all over the barge 
scream, and most double over in agony. 
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lAVaWaAWaAWaAWaAWaWaAWaAWaWaAWaWaWAW: 
A Ме Dhe 


The Outer God Nyarlathotep granted Unwen dark 
powers, transforming him into a dangerous inhu- 
man force. As Unwen died and his blood bathed Til- 
lius Corvus,a measure of that power was transferred. 
As Corvus slumbered the powers of The Skinless 
One forever corrupted him—his natural life ended 
and an unnatural existence began. The once-noble 
man arose from his coma as something evil, a mem- 
ber of the living dead thirsting for the blood of the 
living. Tillius Corvus is now a vampire, but one un- 
like any other. As he ages his powers grow, becoming 
more subtle and complete but for now Corvus is just 
learning to control his dark gifts. 


For the rest of his days Tillius Corvus will be drawn 
to the power of The Skinless One, without really un- 
derstanding why. He is unaware of the connection, 
would deny it if made aware of it, but it is undeni- 
able. The vampire is drawn to the artifacts sacred to 
The Skinless One, as the energies they emanate seem 
comforting and familiar to him. He feels a deep, ir- 
rational hatred towards those who revere the god. 


Worshippers of The Skinless One who know the 
vampire's origins despise the creature and would 
like nothing better than to see it destroyed. To them, 
Tillius Corvus murdered their greatest prophet and 
stole the dark gift that The Skinless One imparted 
to their faith. The sacred immortal power should be 
theirs, not his, and this vampire's existence is a sacri- 
lege and a source of shame. 


YaWaAWVaWaAWaAWaAWaAWaWaAWaWaAWaWaWAWM 


The wine distributed for the ceremonial 
first toast has been poisoned with arsenic and 
ground glass (lethal poison, causing vomiting, 
diarrhea, respiratory distress, internal bleed- 
ing). Investigators who drank lose 4D10 hit 
points. Those succeeding in a Constitution 
roll at Extreme difficulty (one-fifth) lose 2D10 
hit points. 

Those who succumb to the arsenic, wed- 
ding guest or investigator alike, die in agony. 
Those who survive are dealt with by Corvus; As 
these people struggle to defend themselves; de= 
bilitated by the poison's effects, Corvus slash- 
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es them down with his spatha. The only weap- 
ons aboard are small knives for eating. Clubs 
may be improvised from furniture or sections 
of barge. 

A few guests, servants, and possible inves- 
tigators, did not partake in the toast. These in- 
dividuals become prime targets for Corvus. No 
toxins have tainted these people's blood so they 
can quench his unnatural thirst. He stabs them 
first, but drinks their blood with his long, hol- 
low fangs. The wedding reception becomes an 
orgy of murder, screams, and death. 

Investigators who are not poisoned may 
attempt to fight, but without their armor and 
weapons they should prove little match for Cor- 
vus. Valiant souls might think to set fire to the 
boat. Corvus, covered with blood and laughing 
maniacally, turns into a bat and escapes into the 
night. Any investigator who hasn't already been 
killed by the poison or vampire must choose 
between burning and possibly drowning. Poi- 
soned investigators are too weakened to make 
the swim to shore. 


CONCLUSION 


Do any of the investigators survive? Somebody 
does, and becomes the author of the final sec- 
tion of The Accounts of Tillius Corvus. 

If no investigator lives to tell the tale, the de- 
scription of the wedding barge tragedy is writ- 
ten by Symeon, Eudocia’s father, an elderly but 
physically fit stoic who does not drink the toast. 
He is rescued by a fishing boat as he swims to- 
wards shore. 


ANA AN NANI AN NA UA 
Additional Thanks 


The pre-generated investigators were created by the 
original playtesters: Asinius Ravila (Andrew Fattor- 
ruso), Belasir of Tihama (Regina Mireau), Damanais 
of Savaria (Matthew Higgins), Emeric of the Suevi 
(Joseph Potenza), Milonius Kanmi (Joel Jackel) and 
Galerius Evodis (Earl Gachan). 
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Few believe his claims and Symeon (ог 
the investigator) is found dead a few days lat- 
er, completely drained of blood. In time his ac- 
count makes its way to the office of the Ma- 
gister Militum, where it is filed along with the 
Lydian report started by Corvus and finished by 
the investigators. In time, the affair is forgotten. 
The plague has passed, but there is a new Em- 
pire to run. 


THE BYZANTINE VAMPIRE 


By 1923, the vampire that was once Tillius 
Corvus no longer remembers his true name or 
origin. He has long since embraced the name 
given to him by fearful Turkish peasants in the 
4th and 5th centuries, when he rampages across 
Turkey and Hungary. They refer to the myste- 
rious murderer using their word for unclean, 
evil, sick and brutal: Fenalik. 

If confronted with his true Roman name 
and origins, Fenalik becomes momentarily 
stunned in confusion, which could prove the 
difference between life and death. This ploy is 
included in the scenario “Repossession”, set in 
Sofia 1923. 
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ЕШ (ur-rinna dauthi), Foot soldier of the 
Army of Skin and Blood, Lesser Servitor 


Char. Rolls Averages 

STR 80 ([3D6--6] x5) 
CON 77 ({1D6+12] x5) 
SIZ 52 (3D6 x5) 

INT 35 (2D6 x5) 
POW 47 ([1D6 + 6] x5) 
DEX 95 (1206+12] x5) 


Move 5 slithering 

HP 11-12 

Build: 1 

Magic Points: 9 

Av. Damage Bonus: +1D4 


SPECIAL POWERS 


Valerian Plague: Spread by successful damage from any 
attack. Victims have an 8096 chance to become infected 
with the virus called the Valerian Plague. (See text for 
details). 


ATTACKS 
Attacks per round: 2 


Fighting Attacks: The fill can bite and wrap around vic- 
tims to hold them in place while it drains their blood. 


Bite and Hold (fighting maneuver): Once bitten the tar- 
get is held and drained of 1D3 hit points of blood per 
round, ignoring armor. 


Fighting 50% (25/10), 

damage 1D4 + 1D4 
Bite and hold drain 1D3 hit points per 
(fighting maneuver) round, ignoring armor 
Dodge 4796 (23/9) 


Armor: 2-point leathery skin, immune to blunt weap- 
ons, impaling weapons do half damage. Swords do 
normal damage. Contact with direct sunlight causes 
a fill to lose 1D3 points of damage per round. 

Skills: Stealth 60%. 


Sanity Loss: 1/1D6 Sanity points to see a fill. 


Book ó 


Grimmitha (ur-rinna dauthi), soldiers of 
the Army of Skin and Blood, Greater Servitor 


Char. Rolls Averages 

STR 100 ([406+6] x5) 
CON 52 (3D6 x5) 

SIZ 70 (4D6 x5) 

INT 35 (2D6 x5) 
POW 47 ([1D6 + 6] x5) 
DEX 95 ([2D64-12] x5) 
Move 12 

HP 12 

Build: 2 


Magic Points: 9 
Av. Damage Bonus: +1D6 
SPECIAL POWERS 


Valerian Plague: Spread by successful damage from any 
attack. Victims have an 8096 chance to become infected 
with the virus called the Valerian Plague (see text for 
details). 


ATTACKS 
Attacks per round: 2 
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Grimmitha 


Fighting Attacks: A Grimmitha attacks with teeth and 
claws. 


Bite and Hold (fighting maneuver): Once bitten the 


target is held and drained of 1D3 hit points of blood per 


round, ignoring armor. 


Fighting 60% (30/12), damage 104 + 
1D6 

Bite and hold drain 1D3 hit points each 

(fighting maneuver) round, ignoring armor 

Dodge 4796 (23/9) 


Armor: 2-point leathery skin, immune to blunt weap- 
ons, impaling weapons do half damage. Swords do 
normal damage. 


Skills: Stealth 60%. 
Sanity Loss: 1/1D6 Sanity points to see a Grimmitha. 


Ricimar and Adosina, 
Order of the Flayed Acolytes 


STR 50 CON 55 SIZ50 INT 60 
POW 55  DEX60 АРР 45 EDU 45 
Sanity: 30 Build:0 Мохе: 8 НР: 10 


Damage Bonus: N/A. 
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Brawl 2596 (12/5), damage 1D3 
Long Knife 25% (12/5), damage 106 
Dodge 30% (15/6) 


Skills: Listen 4096, Spot Hidden 4096, Stealth 25%. 
Languages: Gothic (own) 45%, Latin 2096. 


Armor: Soft Leather 1-point protection, Small Shield 
(2096 (10/4), 20 HP). 


Spells: Cause Blindness, Evil Eye. 


CULTIST OF THE FLAYED 
STR 70 CON75 $SIZ60 INT 60 
POW65  DEX65  APP45 EDU 45 
Sanity: 0 Build:1 Move:8  HP:13/6* 


* Wounded cultists have 6 hit points 


Damage Bonus: +1D4 


Brawl 5096 (25/10), damage 1D3 + 1D4 
Long Knife 75% (37/15), damage 106 + 104 
Dodge 3096 (15/6) 


Skills: Listen 4096, Spot Hidden 4096, Stealth 25%. 


Armor: Soft Leather 1-point protection, Small Shield 
(2096 (10/4), 20 HP). 


Languages: Gothic (own) 45%, Latin 2096. 
Spells: Blight, Cause Blindness, Evil Eye. 


THE LIVING HIDES, 
Unwen's Art Collection (4) 

STR100 CON50  SIZ30 INT 15 
POW!5  DEX60 Build:1 HP:8 


Move: 8 various methods 


Damage Bonus: +1D4 


ATTACKS 
Attacks per round: 1 


Living Hides use various fighting maneuvers including 
stab, slash and whip. 

Fighting 45% (22/9), damage 1D6 + 1D4 

Dodge 3096 (15/6) 


Armor: None, but immune to blunt weapons and im- 
paling weapons do half possible damage. Swords do 
normal damage. 


Sanity Loss: 1/1D6 Sanity points for seeing the Living 
Skins. 
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UNWEN'S HIDE, 

A tribute to the Fleshless Abomination 
STR 150 CONSO  SIZ40 INT 15 
POW15 DEX 60 

Build: 2 HP: 12 


Move: 8 slithering 


Damage Bonus: +1D6 


ATTACKS 

Attacks per round: 1 

Unwen's Hide uses two stabbing points as weapons. 
Fighting 6596 (32/13), damage 1D6 + 1D6 
Dodge 3096 (15/6) 


Armor: None, but immune to blunt weapons and im- 
paling weapons do half damage. Swords do normal 
damage. 


Sanity Loss: 1/1D6 Sanity points to Unwen's Hide. 


MUSTRIGG, creator of all 


ur-rinna dauthi (unique lesser servitor) 


STR 25 CON 90 51715 INT 65 
POW 75 DEX 90 
Build: -2 HP: 10 


Move: 2/14 Flying 


Damage Bonus: -2 


SPECIAL POWERS 


Valerian Plague: Spread by successful damage from bite 
attack. Victims have a 100% chance to become infected 
with the virus called the Valerian Plague (see text for 
details). 


ATTACKS 
Attacks per round: 1 


Mustrigg attacks with an infectious bite that carries the 
Valerian plague. 


Bite and hold (fighting maneuver): Once bitten the 
target is held and drained of 1D3 hit points of blood per 
round, ignoring armor. 


Fighting 6596 (32/13), damage 1 point, ignores 


armor. Bite carries plague. 
Bite and Hold (fighting maneuver), drain 1D3 hit points 
each round, ignoring armor 


Dodge 7096 (35/14) 
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Armor: None, but immune to blunt weapons and 
impaling weapons do half possible damage. Swords do 
normal damage. 


Sanity Loss: 1/1D4 Sanity points for seeing the Mustrigg. 


UNWEN GA-WALITH, 
Leader of The Flayed 

STR 100 CON 130 51770 INT 65 
POWS80  DEX70 

Build:2 НР: 20 

Move: 8 


Damage Bonus: +106 
Magic Points: 16 plus 10 currently stored in Mims Sahis 


ATTACKS 
Attacks per round: 1 


Mims Sahis 75% (37/15), damage 2D4 + 1D6, ignores 
armor, Screaming Cut* 
Dodge 5096 (25/10) 


The Mims Sahis: The Mims Sahis' unnaturally sharp 
edge ignores armor. It performs as a small knife but 
does 2D4+db damage. 50% of the damage caused by 
this weapon cannot be healed by natural means, becom- 
ing a permanent injury carried until the victim's death 
unless healed by arcane means including holy ritual. 
The Mims Sahis drains half the magic points of anyone 
it kills, and can store up to 25 magic points. For more 
on the Mims Sahis, see the Vinkovci 1923 scenario 
“Bread or Stone”. 


*Screaming Cut: In Unwen's hands the terrible Mims 
Sahis delivers the Screaming Cut. Victims suffering as 
little as one hit point of damage from the cursed knife 
must make a Hard CON roll or fall to the ground para- 
lyzed in shrieking pain. Victims can try each round to 
shrug off the pain. One successful roll will make them 
immune for the rest of the combat. 


Armor: 2-points of tough, leathery sinew. Unwen can 
heal lost hit points by force of will, recovering 1 hit 
point for each magic point sacrificed. 


Skills: Art/Craft (Skin Human) 9096, Listen 4596; Spot 
Hidden 7096, Stealth 6596. 


Languages: Gothic (own) 60%, Latin 30%. 


Spells: Bat Form, Blight, Cause Blindness, Cause Dis- 
ease, Control Skin, Dominate, Evil Eye, Stop Heart. 

Sanity Loss: 0/1 point for seeing Unwen Ga-Walith, 
increased to 1/1D6 if he is seen without his skin. 
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TILLIUS CORVUS, Byzantine Vampire 


STR160 СОМ75 SIZ95  INT85 
POW70  DEX80 APP60 EDUO7 
Sanity: 0 Build:3 Move: 14 HP: 17 


Damage Bonus: +2D6 


SPECIAL POWERS 


Regeneration: regenerates 1 hit point per round, but 


does not regenerate at all in direct sunlight. 


ATTACKS 


Attacks per round: 1 


Blood Drain: if a vampire’s Bite attack does damage, 
maintaining the Bite stifles any resistance from the 
target, and drains 2D10 STR (blood) from the victim 


each round. 


Bite /Claw 80% (40/16), damage 1D4 + 2D6 
Spatha 90% (45/18), damage 1D8 + 2D6 
(Long Sword) 

Medium Round 75% (37/15), blocks attacks, de- 
Shield flects missiles, 25 hp 

Dodge 70% (35/14) 


Armor: None. 

Skills: Climb 30%, Civics 50%, Empire 45%, Insight 
50%, Jump 40%, Listen 45%, Navigate 45%, Per- 
suade 60%, Spot Hidden 70%, Status 45%, Stealth 
80%, Tactics 65%, Track 60%. 


Languages: Greek 40%, Germanic 30%, Gothic 35%, 
Latin (own) 97%. 

Shapes Favored: bat, mist. 

Sanity Loss: 1D4/2D6 Sanity points to see the terrible 


rebirth of Tillius Corvus, Byzantine Vampire. For 
those who did not know him in life, Sanity loss is 


1/1D8 Sanity points. 
TRIBUNI COMITES 
TILLIUS CORVUS, 
Commander of Fortes Falcones 
STR 80 CON 75 SIZ 75 INT 85 
POW 70 DEX70 APP65 EDU 97 


Sanity: 70 Build:1  Move:8 НР: 15 


Damage Bonus: +1D4 
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Brawl 80% (40/16), damage 1D3 + 1D4 
Spatha 85% (42/17), damage 1D8 + 1D4 
(Long Sword) 


Hasta (Heavy 85% (42/17), damage 1D10 + 


Thrusting Spear) 1D4,2-Handed 

Medium Round 60% (30/12), blocks attacks, 
Shield deflects missiles, 25 HP 
Dodge 32% (16/6) 


Skills: Climb 30%, Civics 50%, Empire 45%, Insight 
50%, Jump 40%, Listen 45%, Navigate 45%, Per- 
suade 60%, Spot Hidden 70%, Status 45%, Stealth 
80%, Tactics 65%, Track 60%. 

Languages: Greek 40%, Germanic 30%, Gothic 35%, 
Latin (own) 97%. 


Armor: 1D8-point Lorica Hamata chain mail 


alors 


lavesti 


THe Men of Fortes FALCONES, AN 
EXPLORATORES. ANUXILIARIES UNIT 


ASINIUS RAVILA, 

Age 42, Falcones Medicus 

STR 70 CON 75 51765 INT 75 
POW 70 DEX70 АРР 55 EDU 85 


Sanity: 70 Build:1 Move:8 HP: 14 


Luck: 50 
Damage Bonus: +1D4 


Brawl 55% (27/11), damage 1D4 + 
1D4 

Spatha 65% (32/13), damage 1D8 + 

(Long Sword) 1D4 

Verrutum 60% (30/12), damage 1D6 + 

(Throwing Spear) 1D2, base range 25 yards 

Small Round Shield 45% (22/9), blocks attacks, 20 
hp 

Dodge 39% (20/7) 


Armor: 1D8-point Lorica Hamata chain mail 

Skills: Climb 45%, Empire 50%, First Aid 85%, Insight 
30%, Jump 50%, Listen 40%, Medicine 75%, Natural 
World 30%, Persuade 45%, Potions 50%, Spot Hid- 
den 50%, Status 35%, Stealth 45%, Throw 60%, 
Tactics 45%. 
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Language: Greek 70%, Latin (own) 85%. 


Equipment: Armor (moderate burden), weapons, three 
verrutum (throwing spears). 


BACKSTORY: 
Personal Description — Dark, hawkish, intense. 


Ideology/Beliefs — Fidelity to the Empire and the Legion 
and to the cause of medicine. 


Significant People — His unit. 
Traits — Looking forward to retiring and becoming a 
doctor. 


Injuries & Scars — Lots of superficial ones. 


NOTES: 


Asinius Ravila is a natural born Roman citizen, 
from the province of Hispania. He joined the 
Fortes Falcones as a Medicus at the age of twen- 
ty, and has served for twenty two years. While 
he was trained to treat traumatic injuries, years 
of campaigning has made him an expert at 
the treatment of various diseases, which often 
swept through military encampments. Ravila 
is looking forward to retiring his commission 
and settling down in the new capital, where he 
hopes to establish himself as a doctor. He would 
love to buy a house and start a medical practice 
but is concerned he won't be able to raise the 
necessary capital. 


BELASIR OF TIHAMA, 

Age 37, Falcones Scout 

STR 65 CONS80  SIZ60 INT 60 
POW70  DEX65 АРР50 EDU 65 


Sanity: 70 Build:1 Моуе:9 НР: 14 
Luck: 75 


Damage Bonus: +1D4 


Brawl 60% (30/12), damage 1D3 + 1D4 


Short sword 80% (40/16), damage 1D6 + 1D4 


Manuballista 85% (42/17), damage 1D6, base 

(crossbow)* range 100 yards 

Small Oval Shield 35% (17/7), blocks attacks, 20 
HP 

Dodge 35% (17/7) 


* 1 shot every 2 rounds 
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Armor: 6-point Lorica Squamata scale armor. 


Skills: Charm 35%, Climb 60%, Empire 35%, Jump 
50%, Listen 45%, Natural World 50%, Navigate 50%, 
Repair/Devise 50%, Sleight of Hand 55%, Spot Hid- 
den 60%, Stealth 75%, Tactics 35%, Track 85%. 


Language: Latin (own) 65%. 


Equipment: Armor (light burden), weapons. 


BACKSTORY: 

Personal Description — Swarthy and scruffy. 
Ideology/Beliefs — Do what he has to do to survive. 
Significant People — Nonna. 

Traits — Better with animals than people. 


Injuries & Scars — A few missing teeth. 


NOTES: 


Born in Arabia, Belasir was arrested for pick- 
pocketing as a youth. To avoid imprisonment 
he enlisted in military service under Constan- 
tine. In his twenty years with the Fortes Fal- 
cones he has become a master scout and a dead 
shot with the manuballista. Belasir had mixed 
feelings about retirement until he saw Nonna, 
a local butcher’s daughter. While off-duty he’s 
done some hunting for her father Cyril’s shop 
and got on his good side. He feels confident that 
Cyril will agree to allow him to marry Nonna 
when he retires in a few weeks. Now he just has 
to work up the nerve to talk to Nonna about it. 


DAMANAIS OF SAVARIA, 
Age 36, Falcones Spearman 


STR 75 CON70 512770 INT 65 
РОМ 65  DEX65  APP60 EDU 70 
Sanity: 70 Build:1 Move:8 НР: 14 
Luck: 55 

Damage Bonus: +1D4 


Brawl 65% (32/13), damage 1D3 +104 


Hasta (heavy 85% (42/17), damage 1D6 + 1D4, 


thrusting spear) 2 handed 

Verrutum 45% (22/9), damage 106 + 1D2, 
(throwing spear) Баѕе range 25 yards 

Medium Oval 35% (17/7), blocks attacks; deflect 
Shield missiles, 25 HP 

Dodge 45% (22/9) 
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Armor: 6-point Lorica Squamata scale armor. 

Skills: Civic 45%, Climb 45%, Drive 50%, Empire 50%, 
Jump 35%, Listen 55%, Persuade 35%, Repair/Devise 
45%, Spot Hidden 50%, Status 25%, Stealth 75%, 
Tactics 35%, Throw 60%. 

Language: Latin (own) 65%. 

Equipment: Armor (light burden), weapons, six ver- 
rutum (throwing spears). 


BACKSTORY: 


Personal Description — Clean limbed and strong featured. 
Ideology/Beliefs — For the Legion! 
Significant People — his fellow Legionnaires. 


Traits - Model soldier, son of a slave. Hoping for a non- 
combat posting. 


NOTES: 


Damanais is a model soldier. While others were 
out drinking he was drilling, sharpening weap- 
ons and maintaining armor. He's the first to 
volunteer for guard duty and the last to ask for 
leave. His actual age is only 33; he lied in or- 
der to join the military when he was 14. Dama- 
nais has applied for a non-combat posting in 
the military as a logistics officer, but despite his 
record he knows his chances of gaining one are 
slim. His mother was a free Thracian slave and 
with such posts being few and in high demand, 
Damanais fears he doesn't have the right breed- 
ing or connections to secure one. 


EMERIC OF THE SUEVI, Age 40, Falcones 


Swordsman 
STR 85 CON75 51780 INT 50 
POW65  DEX55 АРР 35 EDU 60 


Sanity:65 Build:2 Моуе:7 НР: 15 


Luck: 45 
Damage Bonus: +106 


Brawl 7596 (37/15), damage 1D4 + 1D6 
Spatha 85% (42/17), damage 1D8 + 1D6 
(Long Sword) 

Verrutum 4596 (22/9), damage 1D6 + 1D3, 


(Throwing Spear) base range 25 yards 


Medium Round 55% (27/11), blocks attacks, 
Shield deflects missiles, 25 HP 
Dodge 27% (13/5) 
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Armor: 7-point Lorica Hamata chain mail. 


Skills: Climb 50%, Empire 35%, Jump 40%, Listen 40%, 
Navigate 35%, Occult 35%, Persuade 40%, Stealth 
45%, Swim 40%, Tactics 30%, Throw 45%. 


Language: Germanic (own) 60%, Latin 30%. 


Equipment: Armor (moderate burden), weapons, three 
verrutum (throwing spears). 


BACKSTORY: 


Personal Description — Bearded with facial scars. A bear 
of a man. 


Ideology/Beliefs — Fidelity to the Church and to the Legion. 
Significant People — His native people. 
Traits — Jovial and kind hearted. 


Injuries & Scars — Lots of superficial ones. 


NOTES: 


This bearded, scarred bear of a man is an im- 
posing sight; however Emeric is jovial and kind 
hearted. Born to the Suevi tribe of Germania, 
Emeric's father pushed him to join the Roman 
army as a path to gaining citizenship. Emeric 
found his two great passions serving under 
Constantine: his career as a soldier, and his faith 
as Christian. The Chi-Rho is proudly painted 
on his shield and his battle cries are Christian 
prayers shouted in his native German. Emeric 
looks forward to retiring and plans to return to 
Germania where he hopes to spend the rest of 
his life spreading the word of the One True God. 


MILONIUS KANMI, 

Age 38, Falcones Archer 

STR 65 СОМ 75 51765 INT 65 

РОМУ 65 ЕХ 80 АРР 55 EDU75 
Sanity:65 Вшіа:1 Мохе: 8 НР: 14 


Luck: 80 
Damage Bonus: +104 


Brawl 60% (30/12), damage 1D3 + 1D4 


Short sword 70% (35/14), damage 1D6 + 1D4 


Composite 85% (42/17), damage 1D8+1, base 
Bow range 85 yards 

Small Oval 55% (27/11), blocks attacks, 20 HP, 
Shield deflect missiles 

Dodge 45% (22/9) 


Armor: 1D6-point Lorica Squamata scale armor. 
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Skills: Climb 50%, Art/Craft (Fisherman) 45%, Empire 
45%, Insight 40%, Jump 45%, Listen 45%, Natural 
World 35%, Persuade 25%, Pilot Boat 30%, Stealth 
70%, Tactics 35%, Track 35%. 


Language: Latin (own) 75%. 


Equipment: Armor (light burden), weapons. 


BACKSTORY: 


Personal Description — Broad shouldered and blunt 
featured. 


Ideology/Beliefs — Seen enough blood. 
Significant People — His unit. 


Traits — War-weary, proud. 


NOTES: 


Born in Carthage to a family of Roman fish- 
monəgers, Kanmi fled for the excitement of a 
soldier's life. His career has been glorious and 
he loves the men he serves with as if they were 
brothers, but he is looking forward to his mili- 
tary discharge. He's the best archer in the Fortes 
Falcones, and his arrows have slain hundreds 
over the last twenty years, but he has grown 
weary of military life. His soul is heavy with the 
blood he has spilled and the friends he has lost. 
He dreams of buying a boat, finding a wife, and 
becoming a fisherman in the new capital—but 
lacks the money to do so. 


GALERIUS EVODIS, 

Age 48, Falcones Intelligence, Senior Officer 

STR 65 CON 65  SIZ75 INT 70 

POW70  DEX35  APP35 EDU85 

Sanity: 70 Build:1  Move:6 НР: 14 

Luck: 60 

Damage Bonus: +1D4 
Brawl 7096 (35/14), damage 1D4 + 1D4 
Spatha 80% (40/16), damage 1D8 + 1D4 
(Long Sword) 
Medium Oval 55% (27/11), blocks attacks, de- 
Shield flects missiles, 25 HP 
Dodge 2796 (13/5) 


Armor: 1D8-point Lorica Hamata chain mail. 

Skills: Accounting 4596, Climb 3096, Empire 5096, Fast 
Talk 4096, Insight 7596, Jump 40%, Listen 3596, 
Navigate 45%, Persuade 80%, Stealth 3596, Spot 
Hidden 40%, Status 35%, Tactics 55%. 


Book $ 


Language: Gothic 4096, Greek 4096, Latin (own) 85%. 


Equipment: Armor (moderate burden), weapons. 


BACKSTORY: 


Personal Description — Craggy, ageing but still authori- 
tative. 


Ideology/Beliefs — Fidelity to the Legion. Do whatever is 
necessary. 


Significant People — The soldiers under his command. 
Traits — Tough drill instructor. 


Injuries & Scars — Lots of superficial ones. 


NOTES: 


When most of the current Fortes Falcones 
were raw recruits, Galerius Evodis was their 
drill instructor. He turned thousands of scared 
kids into soldiers and kept many of them alive 
through two decades of sporadic warfare. Evo- 
dis is respected by those serving with him and 
affectionately called “Senilis”, meaning The Old 
Man. He is second in command of the Fortes 
Falcones, the executive officer to Tillius Corvus. 
While age has stolen much of his physical abil- 
ity there is no one better at conducting inter- 
rogations. After years of dodging retirement 
his luck has finally run out. Evodis hopes to 
purchase a tavern after his discharge—but even 
with his considerable savings he can't afford to. 
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BEOGRAD | ORASZAC 1923 


Little Cottage in the Wood 


Wherein the investigators must locate and then persuade 
an elderly collector to give up an arm. For their efforts, 
she invites them to stay for dinner. 


by Marion Anderson and Phil Anderson 


KEEPER INFORMATION 


Professor Smith gave the investigators a contact 
in Belgrade: Dr. Milovan Todorovic, Curator of 
Sculpture at the National Museum. Once their 
credentials are accepted and he understands in 
some sense what they desire, he in turn pro- 
vides a contact, Father Filopovic, a priest in the 
village of Orašac, fifty miles south. The priest in 
turn refers them to an elderly and reclusive an- 
tiquities collector who lives alone in the woods. 

This adventure is not a simple errand. The 
reclusive rural collector is one of the Baba Yaga, 
latest in a trio of priestesses who have tended a 
wood sacred to the Black Goat with a Thousand 
Young since times pre-dating Byzantium. 

Their desires are simple: to sacrifice suit- 
able victims to their goddess, so as to ultimately 
bring about a mass spawning of her young into 
the world. While the locals are mostly protect- 
ed, thanks to the intervention of a neighboring 
gypsy community, the investigators may not be 
as fortunate. 

The Baba Yaga do indeed have a fragment 
of the Sedefkar Simulacrum; however, they do 
not realize its significance. Over the time that 
the Arm has been in their keeping (and in that 
of their predecessors) the fortunes of both they 
and their cult have been on the wane. Perhaps 
this is simply due to the relentless march of 
Modernity, but as the investigators have already 
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discovered for themselves, possession of parts 
of the simulacrum brings its own special brand 
of misfortune... 


belgrade 


The Orient Express arrives at Belgrade’s central 
railway station at 9:00 A.M. The station is on 
the west bank of the River Sava, just before that 
river merges with the Danube. Across the Sava 
lays a vast marsh. 

The morning is still and cold. Hordes of 
people in dozens of different ethnic costumes 
mingle here. Wood smoke and river fog hang 
heavy in the air. 

On leaving the rail car, the investigators are 
surrounded by ambitious youths who rip their 
luggage from the hands of the train porters, 
load it onto different luggage carts, and attempt 
to take the bags and boxes in several different 
directions, all the while talking to the investi- 
gators in unintelligible languages. Eventually, 
the investigators hear a voice calling to them in 
clear, accented English. 

A youth, neat of clothing and hair, pushes 
his way through the confused huddle. “May I be 
of assistance?” he asks. 

Their rescuer introduces himself as Petar 
Riticht. He organizes their luggage onto one cart, 
fluently swears at the other youths in a variety 
of languages, and suggests that the investigators 
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Beograd (Belgrade) 


Belgrade is the capital both of Serbia and of the King- 
dom of the Serbs, Croats, and Slovenes; the duality of 
the definition intimates much about regional politics in 
the 1920s, and in later years. Belgrade is recognized as 
the most frequently-destroyed city in Europe; the Turks 
at one time called it Darol-I-Jihad—home of wars for 
the Faith. 

Belgrade is situated on the southern bank of the 
River Danube at its junction with the River Sava. It has 
a cathedral, a university, library, and multiple muse- 
ums and galleries. Since the latest wave of destruction 
during the Great War, Belgrade has been extensively 
rebuilt and modernized. 


HISTORY 


Though the site was first settled by the Celts in the third 
century B.C., the buildings in general are relatively new. 
The only building older than 1830 is the Kalemegdan 
fortress, built by the Serbians in the 1400s. Everything 
else was progressively destroyed during the numerous 
bloody wars fought between the Hungarians, Turks, 
Bulgars, Byzantines, Austrians, and Serbs. The royal 
palace situated in the city center is relatively new, con- 
structed in the past twenty years. 


PEOPLE 


In 1923, population is around 150,000, the majority 
Serbian. 

Ethnic Turks compose a strong quarter of the city. 
That quarter, the Dorcol, is not often spoken of by the 
majority of Serbs, who view the Turks with suspicion, 
if not open hostility. Turkish rule here ended in 1866, 
only 57 years ago, within the memories of many. 


КАТАТ АЛАТ MM MM MM MM 


would find the Hotel Moskva, less than a half- 
mile from the station, a very agreeable place to 
stay. Should the investigators ask about alterna- 
tives, Riticht suggests the Hotel Europa, though 
with less enthusiasm. (A Psychology roll sug- 
gests that the young man may have an arrange- 
ment with the Moskva.) 

In moving their surprisingly heavy bags, 
Riticht's curiosity is piqued. ^Do you like 
shopping?” he asks. “The Bazaar is a good 
place; itis a huge market! Many stalls there sell 
all sorts of old treasures: Ottoman, Habsburg, 
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TRANSPORT 


Decent rail services connect Belgrade with many re- 
gional towns. Roads outside the capital are not easily 
traveled by car at any time of the year. 

Direct commercial flights between Constantinople 
and Belgrade commence operations on 25 March 
1923, flying from the Pancevo airfield, 12^ miles East- 
North-East of Belgrade. This is part of a continuous 
service connecting London and Constantinople, as a 
direct rival to the Orient Express service. For more in- 
formation, consult the article on Air Routes in 1923 in 
the background section. 


LANGUAGE 


The principal language spoken is Serbo-Croatian. An 
investigator with 1096 or more skill in Russian also has 
the equivalent of 1096 Serbo-Croatian. 


MONEY 


The basic monetary unit is the dinar (100 paras — 1 
dinar). 

British £1 equals about 25 dinars. The kingdom 
is hungry for foreign exchange, especially British 
pounds. However, one pound sterling currently pur- 
chases the equivalent of £10/17s/2.5d in goods and 
services at the local level. Black-market money chang- 
ers offer roughly that rate or as much less as they can 
manage; the official exchange rate applies in banks, 
better hotels, shops, and restaurants. 


šWaWaWaWaWaAWaWaAWaWaWaAWaWaAWaWaAW 


Byzantine, Roman... everything, you know? If 
you find something you want, I can get you the 
best price” 

Arriving at the hotel (whether the Moskva 
or the Europa) the investigators see that many 
other Orient Express passengers are checking in, 
and Riticht assures them that all the important 
train travelers stay here. The young man hangs 
around until they are checked in and their lug- 
gage is seen to, and he has been adequately 
tipped for his services. If tipped well, he grins 
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and offers the investigators his ongoing services 
as translator or guide while they are in the city. 

Riticht's rates are not cheap (he begins at 
a pound sterling per day, but can be knocked 
down to half of that with a Hard Persuade 
roll), but he is savvy, well-educated compared 
to many of his peers, and knows his way around 
Belgrade. 

On concluding their business (regardless 
of the outcome), he smiles broadly, and disap- 
pears back into the crowded streets, to return 
promptly at whatever time they arrange. 


THE HOTEL 


The grand hotels of Belgrade are well-appoint- 
ed, and provide excellent service. Both the 
Moskva and the Europa have a café and a res- 
taurant attached. Either venue makes a warm 
and inviting location from which investigators 
can plan their next move; both bustle with ac- 
tivity much of the day and well into the eve- 
ning, filled with the chatter and laughter of Bel- 
grade's smart set. 

The hotel's desk staff can help investigators 
with directions to most locations in the city, or 
placing telephone calls should the investigators 
not be fluent in a suitable language. 


Peorce To Ste, Тнмсѕ To Do 


MEETING DR. TODOROVIC 


The investigators must arrange a meeting with 
Dr. Todorovic at the National Museum. They 
discover that the curator is busy until the mid- 
dle of the afternoon, but will see them at 3:00 
P.M. It's likely that the investigators will have an 
hour or two to kill before their meeting. 

Both the National Museum and the Bazaar 
are only a short tram ride from the hotel. 


GUIDEBOOKS AND MAPS 


The Travelers Companion contains a map of 
the city. Lacking this, for five dinars at a near- 
by bookstore, the investigators can purchase a 
sketchy city map and a small hard-bound city 
tour book in oddly-phrased English. If traveling 
without a guide, and relying solely on the map 
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and book, investigators must succeed in a Navi- 
gate if using the map or Language (English) us- 
ing the tour book to avoid losing their way. 


DREAMING IN THE PARK 


Investigators browsing over maps or guide- 
books of the city may come across mention of 
the Slope of Dreaming in Kalemegdan Park. 
Curious investigators will find it easy to slip 
into the Dreamlands from this spot. 


THE BAZAAR 


Located in the Turkish quarter, sprawled along 
the outside walls of the Citadel, the Bazaar is a 
crowded, pungent, raucous hive of commerce, 
gossip, and crime. 

There are hundreds of permanent covered 
stalls, and thousands wander between them— 
pushing, yelling, cajoling, laughing, ponder- 
ing, weighing, or absently scratching. Perfumes, 
fruit, herbs, meats, spices, tobacco smoke, mo- 
tor oil, and horse manure permeate the air. 

The stall holders are a volatile mixture of 
ethnic Turks and Serbs, and tensions between 
the two groups become apparent whenever an- 
gry scuffles break out. 

Many stalls purport to sell ancient artifacts 
and religious relics. A fortune teller plies her 
trade. Old clothes and Italian boots, often im- 
ported used, intrigue many. 


Hooks: The Bazaar is a ready source of exotica, 
and might further campaign subplots of the 
keeper's own. Liberally scattered among hon- 
est merchants and vendors are pick pockets, 
pimps, whores, tourists, spies, fanatics, naive 
country folk, and other useful characters. 


TRAVELING WITHOUT A GUIDE 


If the investigators choose to travel without 
a guide, they are periodically confronted by 
mobs of urchins attempting to make off with 
anything they can snatch, especially the color- 
ful map. They shamelessly ask for money, food, 
and favors. 

On the other hand, engaging the seryic- 
es of Riticht or another local guide makes 
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their passage through the Bazaar relatively 
` smooth... although they may find themselves 
visiting a surprising number of stall holders 
whose owners are somehow related to their 
young escort. 


FIVE-FINGERED DISCOUNT 


Gypsy pickpockets are at work in the Bazaar. 
They work in pairs. One shadows the investiga- 
tors and the other keeps lookout, and if needs 
be provides a moment of distraction. Oppose 
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—Reference— 

- Hotel Europa 

. Hotel Moskva 

- Hotel Petrograd 

The National Museum 

Great Market Place 

The New Konak (Palace) 

St. Michael’s Cathedral 

Town Hall 

. Hospital 

. | 10. Post Office 

| 11. National Bank of Serbia 

12. Bureau of Nat. Treasures 
@ Railway Station 
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Events in Belgrade in 1923 


Belgrade has been rebuilt and modernized since the 
destruction of the Great War, and construction con- 
tinues. The city has a vibrant culture, and the Bel- 
grade Symphonic Orchestra is founded in January 
1923. Investigators may catch an inaugural perfor- 
mance. In another first, direct flights between Con- 
stantinople and Belgrade begin on March 25, 1923. 

The success of Mussolini's Fascists in Italy prompts 
speculation in the press and on the street of the pos- 
sibility of war with Italy. Fighting breaks out on the 
Kingdom's western Sushak frontier near the Free State 
of Fiume; the Kingdom sends reinforcements. (By 
March of 1923, Italy withdraws troops from Shushak 
and returns control). Bulgar bandit groups are active 
in Serbia from late 1922 through 1923—those caught 
are tried, some sentenced to death. 

Parliamentary elections are held in Belgrade in 
March: no single party or coalition manages to secure 
a governing majority. It is anticipated that the King 
will dissolve parliament again, and establish a mili- 
tary dictatorship. 
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the thieves' Stealth of 7096 with the investiga- 
tor’s Spot Hidden rolls. If spotted, the gypsy 
backs off. If he gets close, the gypsy requires a 
Sleight of Hand roll at 7096 to get away with an 
unsecured wallet or purse. The fortune telling 
session below is an excellent opportunity, as the 
investigators may well be engrossed. 

When the theft is discovered, if Riticht is 
present he shakes his head ruefully. He suspects 
that cigani (‘you call them gypsies?) were re- 
sponsible. He apologizes for not taking better 
care of them; a successful Psychology confirms 
that he's genuinely upset by the event. Report- 
ing the theft to the police only results in more 
head shaking and apologies. 


THE FORTUNE TELLER 


She's a pleasant old woman with an undeniable 
air of mystery. Her stall is simple: a small ta- 
ble covered with a threadbare but clearly well- 
made woven carpet, on which a small wooden 
tray and a thick needle rest. By her side an open 
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basket lined with straw, and at her feet, a black 
hen that fusses about. 

Her method of divination is an odd one: 
she takes a freshly laid egg from the straw-lined 
basket, waves the egg three times widdershins 
about the head of the subject, then pierces a 
hole in each end of the egg and blows its con- 
tents onto a small wooden tray. She then peers 
intently at the patterns splashed there. 

Whether she performs a divination upon 
one or all of the investigators, the gist of her 
reading is uncannily accurate. Keeper, exercise 
your knowledge of the campaign to best effect. 
State something about each investigator's past, 
then make a general prediction of each charac- 
ter's future. The statements should stay open to 
interpretation but remain relevant, such as the 
following examples: 


> “You seek something that was once whole 
and is now apart." 


"You are on a long journey." 
"There are three who have opposed you." 


“Beware the one who is unseen.” 
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“Iron is safe for you, but iron invites new 
dangers." 


> “А man you think a friend is your enemy.” 


> “Beware of the man with three faces." 
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> “The three who greet you are as old as тап. 


And so on. An investigator who makes a suc- 
cessful Spot Hidden during the old woman's 
divination, notices that the black hen stares at 
them warily, but with a glint of anticipation in 
its small black eyes. 


The Fortune Teller 
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The Bazaar 


Should the investigators return to the for- 
tune teller's stall, they find it empty... save for a 
single chicken's egg lying on the ground. 


THE ARM 


Roofed stalls are laden with larger, heavier 
items, including religious icons and chunks of 


NADA ANA NA ANNA ANA ANN 
Chasing the Statue Thief 


The series of locations that make up this chase rep- 

resent the crowded market: 

• A narrow lane thick with shoppers, requiring a 
DEX roll to dodge through. 


*  Cuttinga corner by jumping over a carpet sales- 
man, requiring a Jump roll to clear it without 
tumbling over. 


* Pushing through a crowd around a popular 
stall, requiring a STR roll to make headway. 


The thief wants to be caught, but not until he has 
reached his friends. If the thief gains a lead of three 
locations he stays ahead, and leads the investigators 
into an ambush. If the investigators close the dis- 
tance, they catch him alone. 

For more on Chases, refer to Chapter 8 of Call of 
Cthulhu 7th Edition. 
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statuary. The investigator with the lowest Spot 
Hidden roll sees an arm about the right size, 
color, and shape. An estimate of ‘seems right is 
the best they can do, since the simulacrum an- 
noyingly changes its appearance every time one 
studies it. 

As they ask the shop-keeper to bring the 
arm forward for inspection, a burly musta- 
chioed man snatches it away (opposed Strength 
rolls, the thief has STR 85) and races off into 
the crowd. 

What ensues is a chase through the mar- 
ket in true pulp-adventure style. The stall own- 
er shouts out to his friends to aid in the chase; 
some of them do. Soon a band of 8-10 men plus 
the investigators are in hot pursuit. The fleeing 
thief dodges and weaves; shoppers are shoved 
about to cause distraction. 

The pursuers round a corner, investigators 
and vendor in the lead, and confront the stat- 
ue thief. They are about ten yards away, at the 
far end of a circle made by a slightly bemused, 
slightly hostile crowd. The man holds the arm 
like a club, insolently swinging it to and fro. He 
smiles at the investigators, saunters forward, 
and at the last possible moment takes a swing 
at the statue vendor, using the stolen property 
as a weapon. His statistics are provided at the 
end of this chapter. 
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BRAWL! 


The thief won the chase: This is the signal for 
his friends to burst from the crowd and lend 
a fist. The numbers are about equal; the stat- 
ue thief is a Turk and the vendors Serbs, if the 
Keeper wishes, or the other way round. The in- 
vestigators find themselves caught in the mid- 
dle of a widening brawl. To their frustration, 
the arm is swung, dropped, or snatched away, 
always just out of reach, passing from person 
to person. 


The investigators caught the thief: He fights 
alone for 1D3 rounds until his friends arrive. 


Regardless of the fight's outcome, the arm shat- 
ters on first impact with an investigator. The 
thief uses this as a distraction, and unless grap- 
pled or knocked out he dives nimbly through 
the framework of the stalls and makes his es- 
cape. Soon sharp whistles blare nearby (after 
2D3 rounds) at which point any other brawlers 
break off the fight (if they can) and escape. 
The whistles herald the arrival of the police 
who quickly deal with the market brawl. If Rit- 
icht guides the investigators, he catches up with 
them in time to help them stay out of trouble. 


Naropn MUZEJ 
(THe NATIONAL Museum ОЕ SERBIA) 


The National Museum of Serbia is an impres- 
sive neo-Gothic edifice housing an impressive 
collection of sculpture and oil paintings, with 
one heavily-guarded room devoted to a collec- 
tion of Byzantine gold. Its halls are well-lit and 
immaculately maintained, though keen-eyed 
investigators may discern recent signs of struc- 
tural repair, likely from wartime damage. 

Even to the untrained eye, the ancient sculp- 
ture collection is something special. To investi- 
gators with any Archaeology or Art (Sculptor/ 
Fine Art) skill, it is clear that the museum’s col- 
lection is extraordinary: the equal of—if not 
superior to—that housed in the Louvre. The 
statuary is more complete, and the condition of 
the stone far closer to its original state. There 
are exquisite examples stretching from prehis- 
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tory, through the Greek, Hellenistic, Roman, 
and Byzantine periods. Laid before the investi- 
gators is the triumph and tragedy of the Balkan 
peoples, rendered in stone. 


DR. MILOVAN TODOROVIC, 
THE CURATOR 


Inquiring at the main desk or asking a guard 
points the investigators toward the office of the 
collection's curator: Dr. Milovan Todorovic, 48, 
an expert in Classical and Byzantine statuary. 

His office is also a workshop where he is 
currently cleaning a life-size marble statue. 
(Archaeology or Art (Sculptor): It's a rather 
beautiful statue of Capitoline Venus, Roman, 
second-century, in exquisite condition. Hard 
success: it looks to be a copy of a well-known 
4th century B.C. exemplar.) Under the work- 
shop lights, the cleaned marble almost seems to 
glow with inner life. 

Dr. Todorovic is initially wary of the inves- 
tigators' motives; any of the following methods 
persuades him that the investigators are neither 
dealers nor from competing museums, and 
earns his limited trust. Correctly identifying the 
statue he’s restoring improves his attitude to- 
ward them, adding a bonus die to the skill test: 
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y Presentation of any relevant academic 
credentials or letters of recommendation, 
and a successful Persuade roll. 


> Mentioning their connection to Professor 
Smith or Jazmina Moric and her late father 
Dragomir, and a successful Persuade roll. 


› A Fast Talk or Persuade roll at Hard 
difficulty. 


THE SUPPLIER 


Todorovic reveals that he has obtained many 
sculptural artifacts from a contact living in the 
provinces, whom he believes to be an interme- 
diary for someone else: he does not know the 
identity of the supplier, but the material that 
they offer is often unique and remarkably pre- 
served, which suggests that it's from a previous- 
ly-unknown and unexploited area. 

He can show the investigators some of the 
finer pieces in the collection that have come 
via his contact. A successful Archaeology, Art 
(Sculptor), or History roll confirms that the 
pieces are genuine, and are very fine examples 
of Roman sculpture and figurative statuary in 
the style of the pre-Roman La Тёпе culture. 


PERMITS 


As a very pointed aside, Dr. Todorovic reminds 
the investigators that, as a consequence of the 
looting of Belgrade during the war, the removal 
of antiquities from the kingdom is now prohib- 
ited without a permit of export. 

Representatives of museums and other 
scholars are able to obtain these from the Bu- 
reau of National Treasures, located in a warren 
of government buildings near the railway sta- 
tion. Until a permit is obtained and shown to 
him, he will reveal neither the location nor the 
name of his contact. 


RESEARCHING THE SEDEFKAR 
SIMULACRUM 


The museums collection is extensive, but the 
investigators can find nothing that resembles 
the Sedefkar Simulacrum. Asking Dr. Todoro- 
vic about the simulacrum piques his interest: 
there is nothing in the collection (on display or 
otherwise) that matches the description. Per- 
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haps they have a piece that he could inspect? 
Have they had it assessed by scholars for au- 
thenticity? 

Although this interest is likely to amplify 
the paranoia of some investigators, Todorovic's 
interest is purely academic. Where this interest 
may lead is up to the keeper. 


BureAu Or NATIONAL TREASURES 


Tracking down the location of the bureau 
proves time-consuming without someone who 
speaks Serbo-Croat or Slovene. Investigators 
who speak German, Albanian, or Russian still 
need a successful Luck roll to quickly find the 
bureau. English-only speakers need half a day, 
directed to and fro, shrugged at, smiled at, ig- 
nored, and given copious amounts of help in 
languages they don't understand, spoken at 
them slowly-and-loudly. 

The Bureau of National Treasures is a small 
office at the end of a long corridor, down steps 
that appear to lead to the building's furnace 
room. The office has a single occupant, a young 
under-secretary who bears a deep red birth- 
mark covering half of his face, a sign perhaps 
disconcerting to investigators who know of the 
Brothers of the Skin. 

Vleja Radi, the under-secretary, is quite 
pleasant, and even speaks limited English. He 
implies—the investigators should not be too 
certain—that the permit can be obtained in 
one of two ways. 

> Convince him of the sincerity and 

legitimacy of the request. This requires a 

successful Persuade roll along with the 

presentation of suitable credentials. An 
investigator might, for instance, prove 

that he or she holds a university post in 

history, archaeology or something similarly 

pertinent, and show proper bills of sale 

for the items they wish to take out of the 

Kingdom of Serbs, Croats, and Slovenes. 

> Bribe him. If an investigator succeeds at a 

Fast Talk or Credit Rating check against 

Radi, he perceives that as an offer of a 

bribe and, at the keeper's option, begins to 
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speak of his destitute village, the destitute 
orphans in Belgrade, of his own ill health, 
and how all charities prefer British pounds. 
Radi starts at £15. He barely contains his 
glee if they pay up. Successful Persuade or 
Charm tests bring down the price, but he'll 
accept no less than £5 for the short letter 
and blank form which he officiously dates 
and stamps. 


Investigators who complain to Radi’s superiors 
about paying a bribe eventually find attentive 
ears. An investigation is launched. Naturally, 
the investigators must surrender the incrimi- 
nating documents and the arm, which consti- 
tutes the physical evidence. If they are patient, 
the under-secretary is finally arrested as a con- 
spirator in an antiquities-smuggling ring. It is 
by then November of 1924. 


CREDENTIALS, Anp A New DESTINATION 


On their return to the museum with the proper 
documents, Dr. Todorovic happily provides 
the name of the village—Orašac (pronounced 
Orashatch)—and gives directions. Todorovic 
explains with some pride that it is a village of 
great significance to the Serbian people, as it 
was the birthplace of the First Serbian Uprising 
against the Ottomans, just over 120 years ago. 

He also provides the investigators with a let- 
ter of introduction to his contact there, Father 
Kristijan Filopovic, the local priest. Todorovic 
explains that the priest and he were at univer- 
sity together, and that his friend took up a po- 
sition in the village many years back, at the en- 
couragement of his wife. 


RESEARCHING ORAŠAC 
Belgrade has two libraries of significance: 
> The National Library of Serbia— 

Established in 1832 and located on the 
grounds of the Cathedral of Saint Sava 
It was damaged by bombing during the 
Great War but fully reestablished by 1919. 
It houses an extensive collection of old and 
rare books, as well as original manuscripts 
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About Orašac 


The village is named after a long-vanished grove 
of walnut trees that stood near the present graveyard. 
Here began the successful rebellion of loyal Serbians 
against their Ottoman occupiers last century. 

Orašac numbers around 1,600 people, about 800 
of whom live in the village. The remainder live on 
surrounding farms. The village proper consists of 
around 100 houses clustered around the church and 
community hall. The market town of Arandjelovac 
is almost 4 miles away. Due to the state of the roads, 
people here consider that a long journey. 

The surrounding area is hilly, rising to mountain- 
ous in the north and south-west. Mt. Kosmaj is to the 
north, the rounded twin humps of Mt. Vencac lie to 
the south, and the evergreen-clad Mt. Bukulja lies 
southwest of the village. Further south, Mt. Rudnik 
nears 4000 feet, the highest peak close-by. 

Keepers Note: Though Orašac is an actual village, 
one dear to the national dreams of many, the residents 
depicted are fictitious. Real-life travelers who visit 
this historic village enjoy kindly hospitality—neither 
Baba Yaga nor Dark Young have been neighborhood 
problems for a very long time. 


and incunabula dating back to the 12th 
century. 


> The Belgrade University Library— 
Established in 1921 (and built with 
funds donated by philanthropist Andrew 
Carnegie) this large academic library 
is located in the University precinct 
(only a short tram ride from the Hotel 
Moskva). It is more formally called the 
Svetozar Markovic University Library, 
named for one of the country’s influential 
19th Century political activists and 
philosophers. 


A few hours and a successful Library Use roll in 
either location can readily uncover a variety of 
facts about Orašac, particularly its significant 
role in the Uprising: 

In 1801, a group of Janissaries who called 
themselves the Dahias, killed the Ottoman, Vi- 
zier Hadzi-Mustafa (a man sympathetic to his 
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Serbian subjects) and formed a junta to rule 
Serbia themselves. Under their harsh rule, tax- 
es were increased, land seized, and forced labor 
introduced. 

Before long, Serb leaders (knezes) began 
meeting to discuss revolt against the new re- 
gime. When the Dahias discovered that this was 
going on, they captured and killed many of the 
knezes. This brutal action on 4 February 1804, 
fanned the embers of revolution; both the Serb 
people and their leaders realized that they had 
nothing to lose. 

Ten days later, many Serbs gathered in the 
small village of Orašac and decided to act. 
Karađorđe Petrović was elected leader of the 
uprising, which started immediately. That af- 
ternoon, a Turkish caravanserai in Orašac was 
burned; its occupants fled or were killed. Simi- 
lar actions were undertaken in the surrounding 
villages and with growing success, spread fur- 
ther afield. 

On March 11, 1804 rebels captured Rudnik, 
and then in quick succession Valjevo, PoZarevac, 
and started the siege of Belgrade, which was to 
last for two years. 

Census information as well as maps and de- 
tails of the local geography are also available; of 
perhaps more interest to investigators are some 
of the histories and legends of the region itself: 


> In pre-Roman times, the region was 
believed to be the center of a number of 
fertility cults, some were clearly (at least in 
the minds of the archeologists involved) 
associated with human sacrifice. 


> An account in the campaign archives of the 
Byzantine emperor Nikephoros I (AD 802- 
811) recounts the destruction of a temple- 
brothel dedicated to the Roman goddess 
Cybele in the forests of Moesia (part of 
the modern Balkans) during the frontier 
expeditions in the region. (Belgrade 
Handout #1). 


AXNOTHER DAY, AANOTHER TRAIN 


With Riticht’s help, the investigators soon dis- 
cover that the roads south from Belgrade are 
unreliable and motor transport is scarce. The 
railway is the preferred way to move people and 
goods. Standard-gauge tracks connect Belgrade 
with Mladenovac, a busy factory town some 
forty miles south. The trip takes between three 
and four hours. From there, they must take a 
branch line to a rail siding within walking dis- 
tance of Orašac. 

Riticht is happy to assist the investigators 
to arrange tickets for the trip, but will not ac- 
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BELGRADE HANDOUT £1 


ExTRACT FROM THE CAMPAIGN 


ANRCHIVE$S OF NikePHOROS | 
(AD 802~8ID 
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i horrent to the minds of Christian men that I 
! only its utter destruction by fire could be ! 
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company them into the countryside. He isa city 
boy, not an explorer. 

This line has only one class, and its carriag- 
es are full of families traveling to and from mar- 
kets with their wares and purchases. Conditions 
are cramped and noisy, but there is a friend- 
ly feeling among the solidly Serbian travelers. 
They happily share food, drink, stories, and 
songs with the investigators. Baskets of chick- 
ens and rabbits, sacks of vegetables, baby pigs 
on leads, and small children block the aisles. 


A STUBBORN PASSENGER 


At some point before Mladenovac, an inves- 
tigator is confronted by a recalcitrant black 
rooster occupying his or her seat. It seems to 
belong to no one. It refuses to budge. Attempts 
to dislodge the bird result in hoots of amuse- 
ment from the other passengers and possible 
injury to investigators as the enormous bird de- 
fends its perch with a beak and spurs that could 
seemingly dent steel. 


ALL CHANGE 


At Mladenovac, changing trains is a chaotic 
affair, and great care must be taken by the in- 
vestigators to ensure that they and their be- 
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longings stay together. From here, a connect- 
ing narrow-gauge line heads south and west. 

Orašac is an additional hour and a half 
along this spur line, which meanders through 
hills and woods to the town of Arandjelovac. 
Before this train reaches its destination, the 
conductor instructs the investigators to get off 
at the small station at Kopljare. From there, 
they must hike the remaining three miles to 
Orašac. 


NICE DAY FORA WALK 


The investigators soon discover that only they 
travel to Orašac. The other passengers point 
out the wagon track, and then head off across 
the fields in every direction other than the one 
to the village. 

Investigators with the appropriate lan- 
guage skills (or who have a talent to otherwise 
make themselves understood) can attempt a 
Persuade roll (Hard difficulty if none of them 
speak Serbo-Croatian) to hire a cart and driv- 
er to take them to Orašac. The trip will cost 
them £1 (half that if the skill check is an Ex- 
treme success). 

If the investigators follow the indicated 
path, they shortly reach the crest of a hill and 
strike a dirt road. It winds over gentle slopes, 
where small fields nestle between ancient 
groves. Here and there are whitewashed cot- 
tages surrounded by fruit trees. As the investi- 
gators approach the village, many more hous- 
es and outbuildings are apparent. OraSac is no 
sleepy hamlet. 


Orašac 


KEEPER ÎNFORMATION 


Orašac is home to 800 people, but behind the 
scenes an age-old struggle for their souls -is 
waged. The priest's wife, Ana Filopovic, is one of 
the trinity of the Baba Yaga, the priestesses who 
tend the living avatar of Shub-Niggurath. Ana 
knows that through the cigani wise-woman’s ef- 
forts, the people of Orašac are made useless as 


213 


` 
' 
' 
1 


_ am— t E. 
`^ „Smed revo 


i] ^ 
= = = = = mum = = =a == nz E 


sacrifices to the Black Goat. The situation has 
become desperate: the avatar cannot spawn until 
it is sated, and every year that its hunger goes un- 
fulfilled is a year that the Baba Yaga themselves 
age and wither. 

Anass ultimate goal is to persuade her hus- 
band to use his authority to have the cigani 
identified as an undesirable pagan influence 
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on Orašac, and rejected by the village. With 
their protective spells unrenewed, the villag- 
ers become vulnerable, the hunger of the Black 
Goat will be properly sated, and the Thousand 
Young will swarm unchecked through the an- 
cient forests. Unfortunately, Father Filopovic is 
a more tolerant man than she had anticipated, 
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and a strident note has entered her calls to eject 
the cigani. 

With the arrival of the investigators, she 
sees an opportunity. Here are outsiders who ac- 
tively wish to visit Grandmother, the eldest of 
the Baba Yaga—outsiders who will not be pro- 
tected by the hearth-wards of the cigani, if she 
has anything to do with it! 


ViLLAGE LIFE 


As the investigators approach the village, dogs 
bark and children suspend their games and 
peep around the corners of wooden cottages. 
Housewives call out in Serbo-Croatian. Do the 
investigators understand? If they do not, calling 
out Filopovic's name brings him quickly; other- 
wise, a long time goes by before a few men trot 
in from the fields, among them Todor Nedic. 

These friendly Serbian folk are surprised 
and pleased to have such far-travelled visitors 
to their village, the birthplace of Serbian pride. 
They extend their hospitality without reserva- 
tion. The investigators are immediately taken in 
as guests, and are invited to stay in the villagers 
homes. 

Two investigators can stay with the may- 
or Todor Nedic and his family. The remainder 
are invited to stay with Father Filopovic and his 
wife. A cigani (gypsy) camp is outside town; 
they conduct a ritual in the village the night the 
investigators arrive. 

Each of these groups is described below. 
The keeper should ensure that the investigators 
are shared between the households so that they 
can experience two sides of village life. 


THE VILLAGE Priest 


Father Kristijan Filopovic, 59, is a pleasant, 
well-educated priest, and the only person in the 
village who speaks fluent English; his wife Ana, 
can make herself understood somewhat in that 
tongue. He is most hospitable when the investi- 
gators introduce themselves. 

Ana Filopovic, 40, is polite, reserved, almost 
shrewish. While her opinions and reactions can 
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be quite volatile, she is a perfect hostess to the 
investigators. (Psychology reveals she is very 
happy for ‘sophisticated’ visitors, even if she 
finds it hard to communicate with them.) 

Father Filopovic has no idea that his wife is 
one of the Baba Yaga. He adores her, and finds 
her to be more lovely every year. There is a rea- 
son for this. While the priest ages normally, his 
wife does not. 


ATTITUDES TO THE VILLAGE 


The couple moved to Orašac many years ago, 
when a posting to the parish became avail- 
able. Ana encouraged her city-born husband to 
make the move to rural life. She lived in nearby 
Arandjelovac as a child, and still has family in 
the district. Ironically, she increasingly consid- 
ers the villagers to be hicks, while Father Fi- 
lopovic has clearly warmed to his congregation 
over the years. 


ATTITUDES TO THE CIGANI 


If investigators mention the cigani (gypsies) in 
her presence, Ana is utterly dismissive: “Filthy 
thieves! Heathens! Not to trust! Your wits you 
keep when they around.” 

Her husband is much more tolerant. Al- 
though he frowns on many of their traditional 
practices, he sees the villagers’ welcoming atti- 
tude to the local cigani as an indicator of their 
neighbors’ basic honesty. 

Ana’s opinion is colored by her connection 
to the Baba Yaga. The cigani are her direct foes. 


MEETING THE 
ANTIQUITIES COLLECTOR 


Father Filopovic is happy to arrange for the in- 
vestigators to meet the old woman in the woods 
whom he and his wife call “Grandmother. He 
tells them that he was first introduced to the 
old woman by Ana, shortly after they moved to 
Orašac many years ago. An old friend of Anas 
family in Arandjelovac, she has lived in the 
woods for 40 years or more, collecting artifacts 
from Roman and Byzantine times, when roads 
and way-stations cut through the old forests, 
Father Filopovic believes that Grandmoth- 
er must now be well into her 80s, but very in- 
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dependent, and sharp of mind. “I hope your 
bargaining skills are well-practiced,” he laughs, 
"she makes a nice living out of Dr. Todorovic 
and the National Museum!" 

He suggests that they visit tomorrow morn- 
ing, as it is too late in the day now. He provides 
them with directions, explaining that the cot- 
tage is to the northwest, deep in the wood, a 
good walk from the village. 


THE PICTURE IN THE HOUSE 


The Filopovic house is large and warm, but the 
furniture is slightly too formal to be truly com- 
fortable. The couple take pride in opening their 
home to distinguished guests. 

An investigator may notice a photograph 
on the mantelpiece in the living room—it is of 
a youthful Kristijan and Ana at their wedding, 
taken when they were in their 20s. Posing with 
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them is another young man; either a successful 
Perception roll, or asking their hosts, identifies 
the man as Dr. Todorovic. Investigators may 
find something odd about the photograph. AI- 
though the couple married young, now it seems 
like the priest and the museum director are 
nearing their 60s while the priest's wife is only 
in her 40s. Perhaps she has good complexion? 


THE MLLAGE MAYOR 


Todor Nedic, 56, is the village mayor. He and his 
wife Ilija are honored to have foreign visitors. 
Fortunately, Todor has sufficient German and 
English to allow for conversation. In the house, 
their large extended family includes Todor's sis- 
ter Marja, four grandparents, Todor's two sons, 
their wives, and seven grandchildren. 

A big household always has a bit more 
room. The Nedics can provide beds for two in- 
vestigators. The others can stay with the priest, 
as he has the largest house in the village, and 
no children. Imagine that, married for twenty 
years and no children! 


AN INVITATION TO DINNER, 
AND OTHER THINGS 


Todor invites them all to join in the early eve- 
ning meal, a chaotic pleasure in which twen- 
ty-three or so people sit around tables shoved 
together and fight over enormous platters and 
bowls of steaming food. The meal is earlier 
than normal this evening. Todor explains that 
it is a very important night for the village, as 
there will be a ceremony at dusk to which, he 
says, the investigators are most welcome. This 
ancient ritual is described in the section "An 
Ancient Ritual.” 

The house is typical of a prosperous man 
in a rural community; while not sumptuous, 
it is comfortable and well-maintained, with an 
eclectic range of furniture, rugs, and decora- 
tion that clearly spans many generations. Not 
so typical are the scattering of small pottery ob- 
jects—clay figurines and decorated tiles, most- 
ly—that adorn some of the window sills. 
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THE POTTERY OBJECTS 


Investigators may take an interest in the small 
pottery objects. Todor explains to the curious 
that they sometimes plough them out of the 
fields “from the Romans, yes?” along with old 
coins and pieces of metal-work. Occasionally, 
Father Filopovic manages to sell some of the 
better finds to his old friend at the museum in 
Belgrade: he gets a good price too! 

Spot Hidden notices that one item on the 
window sill is different—it is a bone pipe-whis- 
tle, simply and elegantly carved. It is beautiful, 
and feels old. For more on the whistle, see the 
sidebar on p. 222. If investigators take an inter- 
est in it, Todor explains that the children like 
to play with it. If the investigators ask to buy it, 
he refuses to sell—because they are his guests, 
and therefore it must be a gift. As he hands it 
over, one of the children starts to cry, but his 
sister Marja soothes the child. Her glance shifts 
between the investigators and the whistle, and 
Psychology notes approval in her eyes. 


ASKING ABOUT 
THE ANTIQUITIES COLLECTOR 


Should the investigators mention the old wom- 
an in the woods, the Nedic household is wary— 
while they do not speak ill of her, there's an edge 
in their conversations around her. 


> She is known as ‘Grandmother’ (they use 
the Serbian word * Baba"), and has lived in 
the forest for many years. 


> She was a learned scholar in her youth, but 
many in the village believe she's more than 
alittle mad to want to live so deep in the 
old woods for so long. 


› Ithas been many years since she has visited 
Orašac, the last time was when Todor was 
in his teens. He doesn't remember her 
actual name; it was a long time ago. People 
started referring to her as Grandmother 
much later. 


> Last year, Marja saw a cigani man and 
Grandmother yelling at each other out in 
fields near the forest. The cigani cursed 
Grandmother; she just laughed, and called 
his people ‘ignorant heathens’. 
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ASKING ABOUT THE FOREST 


The villagers have always had something of an 
uneasy relationship with the forests beyond the 
farms to the west of Огаёас. They're old and 
dark, and are a haven for wolves and brown 
bears. Over the decades common sense and an- 
cient folk myth have blended to impose a level 
of taboo in venturing too far into its depths. 

Even the most courageous of the villagers 
will find excuses not to enter the forest unless 
it's absolutely necessary. The fact that Grand- 
mother chooses to live deep in the forest makes 
them question her judgment. 


THE CIGAN 


A community of cigani have a semi-permanent 
camp a few miles from Orašac. Its specific loca- 
tion has moved over the years; but the people 
have lived in the region for centuries, despite 
war and persecution. 

The community is nominally Orthodox 
Christian, unusual in the Balkans, where many 
cigani groups identify as Muslim. Their ties 
with the people of Orašac are mostly cordial, 
due in part to their common religious identity, 
and Father Filopovic has encouraged the bonds 
between the two communities during his years 
in the village, much to the chagrin of his wife. 

But the roots of the cigani's traditions are 
older than the Church. Though some have 
taken on the trappings of the veneration of 
Saints and angels, their origins speak of a bat- 
tle against older and darker dangers than imag- 
ined by priest or imam. 


ELDER 


Marko Markovic, 61, is a strong-willed, de- 
termined man who passionately holds to his 
peoples' ways. He respects Todor Nedic, is quite 
fond of the kindly Father Filopovic, but dislikes 
and distrusts the priests wife Ana, who holds 
no love or even tolerance for the cigani. 


WISEWOMAN 


Luminitsa Venclovic, 71, is the custodian of the 
community's traditional knowledge, passed 
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from grandmother to mother to 
daughter. The wise woman, her 
daughters, and her granddaughters 
are all aware of the ancient dangers 
that still make their home in the for- 
ests to the north and west of Orašac. 
They know the stories handed down 
about the spirits that emerge at the 
turn of the year to take the innocent 
as sacrifice to the forest gods. They 
remember the rituals of protection, 
and know how to make the talis- 
mans that afford some small defense 
against the hunters. 

She does her best to protect both 
her community and the village, but 
as she has learned to her sorrow, re- 
laxing her guard even for a moment can have 
terrible consequences. The people of the vil- 
lage do not always allow the ritual that protects 
them to be performed, believing as they do that 
it is a fertility ceremony, and nothing more. 


THE LONELY TWIN 


Tsura Ljubisa, 28, used to be one of identical 
twins. 19 years ago, however, her sister Kcerca 
was killed; taken by a bear in the forest after a 
particularly harsh winter. At least, that what's 
everyone says. But Tsura knows that her sister is 
alive—she's absolutely sure of it. When she was 
12, she was sure that she'd glimpsed Kcerca in 
the forest. She still feels as if her sister watches 
over her. 

Unknown to all, Tsura is correct—her sis- 
ter is indeed alive. Kcerca is now the youngest 
member of the Baba Yaga, lost to her forever. 


ANN AANCIENT RITUAL 


That night a special ritual takes place in the 
village. 

The villagers know that the spring plantings 
will go badly without rain. Though the rains 
have been good so far, Todor Nedic and the vil- 
lage council have agreed to the cigani’s offer to 
perform a special ceremony in hopes of extend- 
ing the favorable weather. 
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Father Filopovic disapproves of the activity, 
encouraging the villagers instead to place their 
faith in God. 

Todor responds that it is harmless, lifts the 
mood of the village, and surely with the Father 
present, God will know that they are faithful. 

Ana flatly refuses to allow the cigani to per- 
form their ‘heathen nonsense’ anywhere near 
her home or the church, and in her broken Eng- 
lish (or through her husband) strongly advises 
the investigators to have nothing to do with it. 
A successful Psychology roll confirms that she 
is deeply troubled by the event. She goes to con- 
siderable lengths to beg the investigators not to 
take part; even to ask them to retreat into the 
Church with her, to pray for the souls of the ig- 
norant villagers. 

The mayor’s wife Шја has invited the ex- 
tended family of the cigani wise-woman Lu- 
minitsa Venclovic to the village, to perform 
the ceremony. An hour before dusk, as the air 
starts to chill, the women of the village invite 
the youngest daughter of the Luminitsa’s fam- 
ily into the Nedic house. When the girl emerg- 
es, she wears a skirt and cape of thick leaves, her 
skin smeared with mud. The villagers await her 
outside, carrying burning torches. 

They lead her from household to house- 
hold, dancing and swaying, chanting rhythmi- 
cally. At regular intervals water is ladled over 
her by the woman of the house she has entered. 
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As she leaves each home, the man of the house 
hands her a small present. 

The visits continue until late into the night, 
when all of the houses in the village have been 
entered. The brave girl is soaked to the skin, 
her teeth chattering in the cold. The women of 
the village then bathe her, feed her delicacies, 
bundle her warmly, and escort her and her new 
trinkets home. 

Although the villagers believe the ancient 
ritual to be a traditional fertility rite, the pro- 
cession weaves a spell of protection around 
each household, against the Black Goat of the 
Woods. It is intended to trick the Black Goat 
into believing that her hunger is sated. A suc- 
cessful Anthropology roll suggests a variety of 
amusing interpretations, but allow the benign 
nature of the ceremony to be clear. A successful 
Cthulhu Mythos roll suggests an association 
with Shub-Niggurath—most likely a warding 
ritual—but the specific intent of the fertility 
symbolism remains unclear. 

Investigators studying wise-woman Lumi- 
nitsa Venclovic during the ritual note with Spot 
Hidden that she wears a bone pipe-whistle on 
a leather thong around her neck. It is similar 
to the one in the Nedic house, although they 
may not make the connection until they have 
seen both. Luminitsa does not care for being 
stared at, and glares back. These foreigners car- 
ry doom with them like a shroud. 


WHISPERS IN THE NIGHT 


Investigators staying in the Nedic house may 
stay up drinking rakia with Todor. Warmed by 
his stories and the well-stoked fires, and with 
perhaps a dog or two curled up on them, they 
fall asleep. 

Investigators staying in the Todorovic 
household must endure Ana's frosty disapprov- 
al if they attended the ceremony. In time, all fall 
asleep. 

Late in the night, call for Listen rolls. Any- 
one who succeeds at regular success wakes to the 
sound of three people in the kitchen, convers- 
ing in low urgent tones. The language cannot 
be discerned, but take note if anyone achieves 
Extreme success, as they may recognize it if they 
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hear it again. If the investigator gets out of bed 
to investigate, they must specify they are using 
Stealth, and then succeed at Hard difficulty. If 
not, the whispers cease at once. 

Ana is alone in the kitchen, making tea. She 
smiles and offers some to her wakeful guest. 
There is no one with her. Perhaps the investi- 
gator misheard? (They did not. Ana was talking 
to her two sisters, warning them, all three voices 
coming from her lips.) 


OVERNIGHT ACCOMMODATION 


THE NEDIC HOUSE 


Presumably, the investigators at the Nedic 
home manage to ignore the snoring adults, the 
scratching dogs, the sniveling children, and get 
a good night’s sleep. They wake to a bustling 
household and a hearty breakfast. 

If they have not already acquired the bone 
pipe-whistle, Nedic’s sister Marja presses it into 
the hand of the investigator with the highest 
Power. 

Speaking no English, but using signs and 
simple language, she conveys that the whistle is 
a charm against forest spirits. If they are chased 
while in the woods, they should blow it with all 
of a single breath—it will frighten the spirits 
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away. Well, it's a nice gift. Whether or not the 
investigators believe the explanation, it would 
be rude to refuse it. 


THE FILOPOVIC HOUSE 


The investigators at the Filopovic home are 
similarly well-treated and breakfasted, though 
without the raucous chaos. Ana is very solici- 
tous of their needs, and quite gracious despite 
the language barrier; she is clearly in a much 
better mood than she was the previous evening. 

Father Filopovic repeats his directions to 
the cottage, and bids them a good walk. Ana 
provides some cheese and bread, and a bottle 
of spirits. 

As they prepare to go and see the old col- 
lector, Ana draws aside one of the investigators. 
She warns him or her not to trust some of the 
people in Orašac, particularly those who are 
hospitable to the cigani— "they have had their 
way long enough,” she says cryptically, refusing 
to say more. 


The Little Cottage 


KEEPER ÎNFORMATION 


The Baba Yaga are a trinity of priestesses who 
serve the Black Goat of the Woods; the last in- 
heritors of an age-old cult which originated 
here in pre-Roman times. Their blasphemous 
duties include feeding the ancient avatar of 
Shub-Niggurath that inhabits the forest, and 
midwifing the spawning of its young. 

The avatar prolongs the priestesses’ lives as 
a reward for their devotion, but only as long as 
it receives a regular supply of sacrifices. As the 
decades have passed, it has become more diffi- 
cult to find suitable victims for their goddess, 
as the protection ritual performed by the cigani 
renders the most suitable and convenient vic- 
tims unpalatable to the Black Goat. As a result, 
all three are slowly ageing: 


> The oldest, known only as ‘Grandmother’, 
looks to be in her late 70s although she is 
much older. In her youth, Grandmother 
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was something of an obsessed scholar 

of ancient fertility cults. During her 
explorations of the area, she encountered 
the priestesses of the Baba Yaga and before 
long, became one of them. Now the eldest, 
she is keeper of the cults most terrible 
secrets. 


> The middle priestess, Ana Filopovic, 
appears to be in her late 30s or early 40s. 
She has been a priestess for decades: twenty 
years ago, she travelled to Belgrade where 
she met, married, and lured back the priest 
Kristijan Filopovic to provide her with 
a home in Orašac, a potential source of 
sacrifices for the cult. 


> The youngest, Kcerca, was ‘adopted’ by the 
priestesses 19 years ago at the age of 9; she 
now appears to be about 16. 


For the present, the avatar of Shub-Niggurath 
worshipped and tended by the Baba Yaga is 
dormant, and takes the form of the cottage in 
which Grandmother and Ксегса live. Its ap- 
pearance to outsiders is as the Baba Yaga wish 
them to see it. To see it as it really is, is to see the 
Walker in the Woods on page 237. 


Into THe Woops 


The hut of the old collector is more than an 
hour's walk west of the village. No paths lead to 
it, and neither villager nor priest will accompa- 
ny them more than a quarter of the way. Any- 
body who does soon finds a feeble excuse—“I 
left the porridge on the stove’—to turn back 
to Orašac. A successful Psychology test suggests 
that their guide has a genuine fear or distrust of 
the deep woods that they are rapidly approach- 
ing. The investigators are pointed in the correct 
direction and told to continue on. “You can't 
miss it. It's very distinctive” 

The investigators head across planted fields 
and open woodland; after a half-hour of walk- 
ing, on reaching the top of a low rise, they can 
see smoke rising from fireplaces in the cigani 
settlement, perhaps a mile or two to the north. 
(Should they choose to visit, refer to the section 
“The Cigani,” above.) 
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Europe is rich in female powers whose ancient in- 
fluence lingers on, even among populations now in- 
contestably Christian. Baba Yaga is one such power, 
especially well-known in the western Soviet Union. 
In the Teutonic tradition, Berchta, Hulda, and the 
White Lady are all similar figures. 

Like the rest, Baba Yaga was once a goddess to 
the Slavs, but her great powers dwindled as waves of 
patriarchal conquerors came and, with characteris- 
tic panache, slaughtered or stole everything in sight. 
What power remains to her now manifests mostly as 
whimsical malevolence of a personal sort—poisoned 
livestock, stolen children, episodic cannibalism, and 
so on. If no longer the honored guardian of the wa- 
ters of life, she still must be propitiated locally to en- 
sure oneself safe from her spite. 

Her interest in statuary is new. As science unearths 
the past, its studies inadvertently admit (in the name 
of reason) shadows of all the fallen faiths. In sending 
pieces to Belgrade for reconstruction, in a minor way 
she reconstructs herself. 
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Closer to the edge of the forest, the pasture 
is rich and green, even in winter, but curiously, 
no livestock from the village graze it, or appear 
to have ever done so. Natural World identifies 
this as a poor decision by the villagers. 

Before long, the dark evergreen trees close 
in and layer upon layer of old leaves and nee- 
dles muffle the soft forest floor. Entering the 
forest, travel steadily progresses up a long, gen- 
tle slope. Trees and moss swallow every sound, 
except for the investigators' own footsteps and 
occasional hushed speech. 

The trees grow bigger and older yet. There 
is a strong smell of humus and the tickling sen- 
sation of rotting vegetation. As the limbs of 
trees intertwine, the sheltered ground gets wet- 
ter. Mushrooms, toadstools, bracket fungi, and 
slime molds coat every surface. Mold fills the in- 
vestigators' nostrils as they breathe in the thick 
atmosphere. Movement slows and becomes un- 
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pleasant. An Extreme Listen roll detects a faint 
sound at the edge of perception: a background 
hum that seems to come from everywhere. 

After a long time in the cold, damp air, 
they notice a faint but welcome smell—that of 
freshly-baked bread. Shortly after, the investi- 
gators enter a small clearing in the forest, where 
a thatched cottage stands. 

The cottage is made of a pale brown, rough- 
hewn timber, with a roughly circular fence of 
briar wood surrounding a neatly-tended plot in 
which cuttings have just been set out. A young 
woman's voice can be heard from inside the 
cottage, sweetly humming. 

The cottage door is shut, and the window's 
shutters are closed. Investigators who declare 
care or caution, or after a successful Spot Hid- 
den, should be told of an odd feeling about the 
cottage. Investigators are certain that they see 
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movement out of the corners of their eyes, but 
direct looks show the scene unchanged. 

As the investigators move through the gap 
in the fence, have all roll Luck. The one with the 
worst result inadvertently trails his or her right 
hand across the briar wood fence and is gashed 
on a thorn for one point of damage. 


WHISTLE BLOWER 


The bone pipe-whistle is now within hearing 
range of the servants of Shub-Niggurath. Blow- 
ing it at full volume will have an immediate 
effect. These are discussed below under “Blow 
the House Down.” Keepers should familiarize 
themselves with this section and be ready if the 
investigators blow. 


KcrRCA 


When the investigators knock, the voice calls 
them in. Across the lintel wafts the heady smell 
of newly-baked bread. 

Inside the single large room, a fire burns in 
the large, rounded clay-brick oven, and freshly- 
turned bread steams on a table nearby. The walls 
of the warmly-lit room are crammed with shelves, 
loaded floor to ceiling with fragments of statuary. 
Near the oven's hearth, an attractive young wom- 
an sits at a tapestry frame, rapidly passing a nee- 
dle and thread back and forth through the can- 
vas, and singing in time with her stitches. 

She smiles and greets them in Serbo-Croa- 
tian. The investigators come to understand that it 
is not the young woman they need to see but her 
grandmother, who will be home later. 

She introduces herself as Kcerca, busies her- 
self making tea, and offers them slices of the bread 
topped liberally with a berry spread. She contin- 
ues to hum as she prepares and offers the food. 


ABOUT THE SINGING 


Kcerca is the youngest of the Baba Yaga. She will 
not leave the cottage, as her singing prompts 
the Walker in the Woods to maintain its own 
hypnotic illusion. 

Investigators may seek to lure Kcerca out of 
the cottage so that they might search it prop- 
erly. She nods, smiles and refuses, implying she 


222 


NAA AA ANA ANNA ANNA A A 


The Bone Pipe-Whistle 


This decorative bone pipe-whistle is six inches long, 
intricately and exquisitely carved with small blos- 
soms and tentacular vines. A successful Archaeol- 
ogy or History roll identifies the artifact as of early 
Byzantine design, carved by a Slavic craftsman—too 
precious to be a casual gift. 

If blown, the bone pipe-whistle produces a low, 
warbling tone that can be felt as well as heard, caus- 
ing the instrument to vibrate. If blown with force, the 
tone is more strident, and the whistle shakes strongly 
against the investigator's lips. Spot Hidden notices 
that nearby trees shudder with the vibration. The 
whistle blower senses that the whistle could be blown 
with more force, but the vibrations will become so 
violent that the instrument may crack. 

The whistle can be blown once at full force. An 
adult with full lung capacity must exhaust an entire 
breath; a Constitution roll is required. As the note 
sounds, it rises to a shriek, oscillating higher and high- 
er, rattling the teeth and skull of the whistle blower. At 
the apex the whistle shatters. The whistle blower loses 
1D4 Sanity points, must roll Luck to avoid being cut 
on the lips by splinters of bone, causing one hit point 
of damage. 

The apex shriek causes any Dark Young in hearing 
to vibrate in sync. They become maddened and un- 
stable for 1D4 rounds, just long enough to allow the 
whistle blower to run away. 

The effects of blowing the whistle near Baba Yaga 
are discussed in the section “Blow the House Down.” 
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does not understand what they are saying, but 

that she would rather wait here, thank you. 
Should the investigators threaten her, she 

keeps up her pretense of innocence as long as 


possible. If there is nothing for it, she simpl 
stops singing, and the Walker wakes. sec Who] 


For Dinner,’ |below. 


Items Or INTEREST 


The deep shelves are packed with magnificent 
examples of worked stone of all shapes and 
sizes, from a dazzling range of eras. If the in- 
vestigators look specifically for their piece, they 
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see dozens of arms tantalizingly correct, none 
accessible except by removing dozens of oth- 
er pieces. À failed Dexterity roll sends a shelf 
crashing to the packed earthen floor. Kcerca 
apologizes for her grandmother's haphazard- 
ness and assists them in putting back the shelf 
and its contents. 

The Right Arm is present, but is wedged 
half in the rafters and thatch, angled up from a 
shelf. It is difficult to see from the ground and 
is only noted with a Hard Spot Hidden as a fa- 
miliar outline with a hint of porcelain. To reach 
it, an investigator must climb onto a chair, and 
then onto a cabinet, and then onto a higher 
cabinet. They cannot do this while Kcerca is 
present without dealing with her first. 

Should an investigator examine Kcerca's 
tapestry (perhaps while she helps clear up 
statuary splinters), they see a vivid depiction 
of a peasant village. With a successful Educa- 
tion roll, the investigator realizes that Kcerca 
has pictured a version of Orašac. A Hard Spot 
Hidden roll confirms that the actual villagers 
are depicted, accurate to the minutest detail, 
wearing the clothes that the investigators last 
saw them in (suffer 0/1 Sanity loss to under- 
stand this). 


GRANDMOTHER RETURNS 


A sound like the flapping of sheets in a breeze 
is heard from outside. Footsteps come up the 
path. A draft gusts through the cottage as an an- 
cient, vigorous woman enters. 

She is dressed in embroidered traditional 
skirts and a cloak, neat and tidy. She walks with 
a pronounced stoop. Her skin is sun-browned 
and deeply wrinkled. Large moles dot her face. 
She smiles a greeting at her visitors, showing her 
few remaining teeth to be stained dark brown. 

Kcerca greets her with a hug, and leads her 
over to the fireplace, talking animatedly in a 
language neither pure Serbian nor Serbo-Croa- 
tian. If an investigator understands any amount 
of either tongue, a successful Science (Linguis- 
tics) roll reveals the words as from an archaic 
dialect, but their meaning cannot be made out. 
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Investigators who made an Extreme Listen roll 
outside Ana's kitchen last night have heard the 
language before. During this talk both women 
glance frequently at the investigators, and many 
smiles pass between them. 

Settling in the chair by the fire, Grand- 
mother greets the investigators in broken but 
intelligible English, asking them why they are 
here and what it is that they seek. They must 
seek something extraordinary; she has very few 
visitors these days. Those who bother to make 
the trip to her house usually have good reason. 

"You will stay for supper? There will be 
plenty of time before darkness falls to return to 
Orašac.” 


GRANDMOTHER’S STORY 


If asked about her artifact collection, Grand- 
mother explains that many years ago, her father 
was a teacher of history in Sofia. As a girl, she 
was always following him around Roman and 
Byzantine ruins, and became fascinated with 
the beauty of ancient sculpture. She started to 
collect small examples even then. She eventu- 
ally became both a collector and something of 
an amateur archaeologist, funding her passion 
by trading pieces to museums in Sofia and Bel- 
grade. She became known by their curators as a 
reliable source of genuine artifacts. 

Grandmother moved to this area more 
than 40 years ago after discovering that it had 
been on a previously unexplored trade route 
through the Roman province of Moesia Superi- 
or. Since then, she has made a living uncovering 
many artifacts of interest in the area. Now she's 
quite old, and cannot travel as far, it is more of 
a hobby that brings in a little money. Even so, 
if she has what the investigators are looking for, 
she expects a fair price for it—with a twinkle in 
her eye, Grandmother hopes that they brought 
suitable payment with them. 

As Grandmother talks, Kcerca places more 
wood in the oven, greases a large roasting pàn, 
and peels carrots, potatoes, and onions which 
she arranges neatly around its edges. 
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LOOKING FOR THEARM 


Meanwhile, the investigators describe the Arm, 
and Grandmother's eyes begin to flicker rapid- 
ly around the room, looking, searching among 
the fragments. 

Mention of the identity of the Arm elic- 
its surprise from Grandmother. She has heard 
stories of course, vague whisperings, but never 
thought them more than legends. She appears 
surprised to think that she might have a piece 
of that relic in her house. (Hard Psychology 
roll: she's not surprised at all.) 

Her brow furrows. Maybe it is on this shelf? 
Maybe that? She has so many pieces. Could 
they help her find it? She directs the search. 
Maybe on this shelf, maybe under that table, 
maybe wrapped up in that rug? The investiga- 
tors find dozens of arms, but none appear to be 
the right piece. 

Meanwhile, Kcerca inspects the heat of the 
oven, and places the pan within. 

Grandmother questions the investigators as 
they search. ^Was there anything unusual about 
this piece—the color, the age, the size?” Again 
she looks puzzled, and then her gaze fastens on 
the highest shelf, high up in the peak of the cot- 
tage's eaves. 


“There! It is there!" She points to an arm 
of sorts wedged up high, half in the rafters and 
thatch. 


Wuo's For Dinner? 


The Right Arm is firmly wedged in the roofing. 
An investigator must clamber up onto furniture 
to reach it. While the investigator tries to tug it 
loose, Kcerca opens the oven door to check on 
the heat. Murmuring a caution that the investi- 
gator not fall, Grandmother sways from side to 
side, her eyes glazed, and begins singing a ditty 
under her breath. Then several events happen 
simultaneously: 


> The investigator reaching for the Right 
Arm feels it come free: it is, in fact, the 
Right Arm of the Sedefkar Simulacrum. 
As the Arm comes free, the fingers of 
an adjacent marble arm and the toes 
of an adjacent leg flex and grasp the 
investigator’s reaching arm in vice-like 
grips. These are not pieces of statuary 
come to life; they are the pallid remains of 
human arms, riddled with countless tiny 
writhing filaments. 


y The investigators looking upward 
discover that the roof is not thatched as 
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they had perceived, but is a roiling mat 

of intertwining fine, ropy tendrils, gray- 
brown and glistening with beads of milky, 
phosphorescent sweat. 


> Grandmother unbends, and grasps the 
bread shovel leaning against the oven. She 
cackles as she slides the flat of the shovel 
under the feet of the investigator on the 
cabinet, and unhesitatingly pivots him 
or her toward the oven with shocking 
strength. 


> The oven—now a rugose, leech-like maw, 
ringed with gripping thorn-like hooks— 
gapes huge as it grows and extrudes itself 
toward the surprised investigator on the 
shovel; its mouth expands until it is larger 
than a man, and the fire within ceases to 
conceal its true function. Grandmother 
swings the investigator into the enormous 
mouth. 


y Ксегса, holding a large kitchen knife, 
singing joyously, advances on another 
investigator. The words she sings— IT! Id! 
ph'thelgwii ftháguri Shup-Nikurát!—hang 
disturbingly in the air, as if echoed by the 
cottage itself. 


Participating in this crazed scene requires a 
Sanity roll (1/1D6) for each investigator—the 


investigator on the shovel suffers 2/1D6+1 San- 
ity loss. 


STAYING FREE 


The investigators are on the menu of the avatar 
of an Outer God. Their sole hope is escape. To 
do this their players must succeed with a num- 
ber of die rolls. The keeper must judge whether 
to require all the rolls for all the investigators, 
or whether one or two will do for each. The 
odds that an average investigator could receive 
successes for all of the following are very small. 
Throughout this activity, keep track of the loca- 
tion of the Right Arm. If nobody has it, where 
is it? 
> A successful Power roll for the investigator 
caught on the shovel. A success lets him 
or her instantly comprehend what is 
happening and to avoid the oven, where 
the investigator would lose 1D6 hit points 
per round from either burning, the 
digestive juices of the cottage, or both. 
Failing the roll, the valiant investigator still 
might be able to hand out the Right Arm to 
another of the team. 


> A successful Dodge roll for the investigator 
threatened by Kcerca to avoid her blade 
(1D4+2 hit points lost automatically if the 
roll fails). 
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› Asuccessful Dexterity roll. All of the 
shelves have turned into interlaced finger 
bones. These detach and reach out to 
grasp at investigator hair, clothing, limbs, 
etc. Thus the roll could either avoid the 
grasping fingers or the falling statuary. 
For a failure, the investigator loses 1D3 hit 
points. 

› Asuccessful Luck roll to remain standing 
as the cottage rises up on huge, gnarled 
legs, and begins to extract itself from the 
surrounding undergrowth. 


> A successful Know roll to find, among the 
dancing bones of the mobile cottage walls, 
the cottage door. 


› Asuccessful Jump roll to avoid damage in 
leaping out the door into the passing forest 
(lose 1D4 hit points if the roll fails). 


FRESH AIR 


With luck, the investigators make it out the 
door. 

Amid the chaos, the sound of dissonant 
singing wafts through the trees. Grandmother 
and Kcerca sing in an ancient tongue, disturb- 
ing to the ear (Cthulhu Mythos roll: it bears 
the cadence and awful syllables of the shepherd 
calls of the hideous men of Leng). Moments 
later, the writhing shapes of three Dark Young 
emerge from the shadows of the forest, intent 
on feeding the investigators to their mother. 

Any investigator who stops gets entirely too 
good a look at walking trees that have mouths, 
teeth, and writhing tentacles. Sanity loss is 
1D3/1D10. 
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The investigators were told to blow the bone 
pipe-whistle if in trouble in the woods. 
This might happen: 


> Outside the cottage, before the 
investigators enter. 


> Inside the cottage, before the trap is sprung 


> Outside the cottage, after the Walker has 
woken. 


The following descriptions assume that the 
investigators blow hard enough to destroy the 
bone pipe-whistle and unleash its full power. 


OUTSIDE THE COTTAGE, BEFORE 


Investigators who blow the bone pipe-whistle 
on arrival wake the Walker immediately: 


y Ксегса screams from within. The cottage 
shudders violently, then swells up and 
splits open as tentacles burst from the 
walls. It vomits a spray of bile and fluid, 
ejecting Kcerca onto the forest floor. 


y The Walker in the Woods stands up in a 
shower of broken mosaic tiles from the 
ancient temple floor where it squatted. 
Sanity loss to see it in full view is 
1D6/1D20 Sanity points. 


> Grandmother arrives as the Walker wakes. 
She rushes forwards to calm it, but it 
mindlessly staggers back on its titanic 
hooves and crushes her. 

> The Right Arm is stuck fast within the 
waving tentacles of the Walker, but the 
investigators did not know if it was present. 
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It can be seen with Hard Spot Hidden roll. 
An investigator must climb the Walker to 
retrieve it, a dangerous move requiring a 
Climb roll to ascend, a Dodge roll to avoid 
the tentacles and a Strength roll to pry it 
loose. 


Keepers may allow ingenious attempts to 
dislodge the Arm from a distance. As a 
rule of thumb, any such check should be at 
Hard difficulty. 


floor in a tide of sizzling bile. Kcerca is 
mostly unharmed by the experience, but 
Grandmother is horribly burned, her 
skin bubbling and smoking from contact 
with the fluids. For all that, however, she 
is curiously silent, her eyes glittering with 
malevolence. 


The Right Arm is vomited out. If the 
investigators knew its location before the 
cottage transforms, they can see where it 


INSIDE THE COTTAGE flies. 
> Sanity loss for this traumatic and acidic 
birth is 2/1D6+1 Sanity points. 
OUTSIDE THE COTTAGE, AFTER 


Should an investigator blow the whistle outside 
the cottage after it has already transformed: 


Should an investigator blow the whistle while 
inside the cottage, the following occurs: 


y The cottage interior loses all final vestiges 
of being a cottage. It is clear to the 
investigators that they are in the body 
cavity of some huge unnatural monstrosity, 


its luminous grey-green walls now rippling > The Walker hunches on its legs and sways 


with peristaltic waves, its sphincters 
contracting and dilating in great juddering 
fits. 


Grandmother, and Kcerca are thrown off 
their feet. The investigators too, if they fail 
a Hard Dexterity roll. 


The walls suddenly contract; a bilious 
liquid erupts from dozens of small puckers, 
spraying everything in the cavity. This is a 
digestive fluid; the investigators' clothing 
begins to smoke and dissolve. They must 
make a successful Constitution roll or 
suffer 1D4 acid damage. 


With a mighty heave, the Walker vomits 


in place, as if uncertain. 


The pursuing Dark Young are thrown into 
complete confusion by the sound; they stop 
in place for an instant and then begin to 
whirl about, tentacles flailing and mouths 
shrieking in discordant harmonies. 


Grandmother's song changes to a raw 
ululation as she attempts to control them, 
but all it does is send them even more into 
frenzy. The whipping tendrils of one of the 
Dark Young slam into Grandmother with 
a sickening crack, knocking her across the 
glade and hard into the bole of a gnarled 
old oak. Silenced, she slumps to the earth. 


its contents—investigators, Grandmother 
and Kcerca included—onto the forest 


In 1Р4 rounds the Dark Young recover and re- 
direct their attentions toward investigators. A 
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successful Luck or Dodge roll evades their first 
attack, but lingering investigators who remain 
nearby are doomed thereafter. 


EscAPE 


The investigators see clearly that the briar- 
wood fence is more a midden ring of thorns, 
its branches littered with the countless bleached 
bones and grinning skulls of former victims. 
As they race past, it is still light enough to see 
countless fine, pale tendrils draw themselves 
free of the bonework, retreating into the rich 
black soil. 

Behind, the investigators hear the snap of 
crushed branches and feel the ground tremble 
as the cottage-thing pulls itself free of the sur- 
rounding undergrowth. It swells and ripples as 
if with new-found strength, and all around the 
forest quickly withers. Should an investigator 
look back and fail a Luck roll, they witness the 
Walker in the Woods as it truly appears, rising 
on its goat-like legs. To witness this requires a 
Sanity roll (1D6/1D20). 


BABA REBORN 


Grandmother has likely been crushed, digest- 
ed, crunched, or shot. But the Baba Yaga is not 
dead unless all three die. 


As the investigators flee, the scream of a 
young woman cuts through the mayhem. Any 
looking back sees Kcerca standing over Grand- 
mother. The old woman is on the brink of death, 
but grips the terrified young woman's right arm 
and sings an altogether different song. 

Within seconds, Grandmother drains the 
life from Kcerca, leaving her as desiccated and 
lifeless as the Walker left the forest glade. In 
turn, Grandmother seems to grow in strength 
and vitality, flesh rejuvenating as she stands. To 
witness this requires a Sanity roll (1/1D6). 


FLEEING THE FOREST 


To the outsider, the deep forest is worse than 
a maze—the close-pressed evergreens block 
much of the feeble winter light, and the under- 
growth is thick enough to obscure all but the 
most well-worn deer-paths. 

Investigators must choose someone to lead 
them out: that person requires three successful 
Navigate or Track rolls to escape the forest. 


› An Extreme success counts as two Regular 
successes. 


> Ona failed roll, the investigators find 
themselves turned around, heading back 
into the forest —nominate a new leader, or 
keep trying. 
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> OnaFumbled roll, the investigators cross 
paths with one of the following (Keeper's 
choice): 
* A panicked bear or, 
* ]D3 panicked wolves or, 
* A furious Dark Young of Shub-Niggurath. 


The Dark Young do not follow beyond the edge 
of the forest. By the time the investigators find 
themselves in open country, there is no sign of 
pursuit. 


ARMLESS 


Hopefully the investigators have recovered 
the Right Arm. If not, they must return to the 
woods and hunt for it. At the keeper's pleasure, 
Baba now has it, or it lies discarded, or it is still 
caught up in the Walker. 


Where Next? 


Presumably most of the investigators make it 
out of the wood. If they have failed their Navi- 
gate rolls they have no idea where Orašac is — 
somewhere downhill. There are other villages 
in the region, of course, and a couple of hours 
spent stumbling through the cloud-darkened 
night brings them to one, or at least to a road, 
one end of which must lead somewhere. 


To ask directions, the cold, muddy, limping 
investigators probably have to wake suspicious 
villagers; lacking useful Serbo-Croatian or Rus- 
sian could pose problems. Successful Science 
(Linguistics) and Luck rolls eventually com- 
municate their needs to someone, who at least 
knows where the nearest constabulary is. 

The investigators next move may be to re- 
turn to their luggage and to the rest of the sim- 
ulacrum, since they are unlikely to have taken 
it on the hike. Some may have even left most of 
their belongings in Belgrade. 


CiGAN Ам SAFETY 


The actual location of the cigani settlement is 
left to the keeper's discretion; it provides a po- 
tential safe-haven for fleeing investigators to 
stumble into. 

The cigani are suspicious, until one of those 
who attended the ritual at OraSac can identify 
them. Some members of the community have 
smatterings of Austrian, German, French, Ital- 
ian, and even English. With time, the investiga- 
tors can make themselves understood. 

Should the investigators tell their story in 
any detail, their audience shows little surprise. 
Showing people the Right Arm results in a flurry 
of gestures warding off the Evil Eye, and profuse 
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advice from Luminitsa the wise woman, to cast 
such a cursed thing into the sea, or the deep- 
est pit. The cigani keep a wary distance from 
whomever carries it; Luminitsa mournfully tells 
him that he or she is tainted, and that their fate 
will find them soon. 


BACK FROM THE DEAD? 


A successful Spot Hidden identifies one of the 
listeners as... Kcerca! (Extreme success reveals 
that she is the spitting image, but not the same 
person.) Should they mention Kcerca by name, 
the young woman asks them to describe her. 
Should the investigators do so, she cries out and 
drops to her knees: it is her sister, lost so many 
years ago, thought killed by wolves. But her age, 
that is wrong: they are identical twins. 


REVENGE 


The idea that one of their daughters was taken 
by the Baba Yaga enrages the community. Mar- 
ko swears vengeance; other oaths swiftly follow. 
In the chill dark of the morning, axes and shot- 
guns are gathered; torches and lanterns lit. 


Hunting the Walker: Do the investigators insist 
on joining the hunting party? If so, they can re- 
turn to the now barren former location of the 
cottage without problem, but there's no sign of 
Grandmother or her home. With a successful 
Spot Hidden, investigators can see that just be- 
neath the layer of dry soil in the dead zone, lies 
what appears to be part of a vast mosaic floor, 
perhaps Roman in style, decorated with motifs 
reminiscent of the horrors they encountered 
the previous day. 

Even with as skilled a group of hunters as 
the cigani can muster, tracking down the Baba 
Yaga could take many days. The hunting party 
begins with 15 men, plus the investigators. The 
investigators must make an opposed Track roll 
against the Walker's Stealth skill of 8096. Allow 
a bonus die on the first day due to the Cigani 
assistance. 


> То successfully track down the Baba Yaga, the 
hunting party must beat the Walker's skill. 


y For each failed test, a day passes, and 
103 of the Cigani hunters drop out from 
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(Keeper's choice) injury, fear of the forest, 
losing contact with the main hunting party, 
or losing Sanity to a horrifying sight as 
(perhaps) the Walker and Baba Yaga stalk 
them through the forest. A Fumbled test 
loses 2D6 of the hunters. 


> Once there are fewer than 10 hunters, the 
investigators lose the bonus die. 


› Ifthe number of cigani in the hunting 
party drops to 3 or less before finding 
the Baba Yaga, the party turns for home, 
unsuccessful. 


Finding the Walker: If the hunting party finds 
the Walker, it will be partially dormant, hun- 
kered in the ground, looking like a great twisted 
mass of vegetation. The hunting party have a 
single combat round to inflict as much dam- 
age as they can before the Walker rises up and 
retaliates under the command of a very angry 
Baba Yaga. 

It will be an ugly fight for any still stand- 
ing after the initial Sanity test. How it unfolds 
is entirely in the hands of the keeper. 

Regardless of the hunt's outcome, the inves- 
tigators find themselves adopted by the Cigani, 
who never forget their friends, or their debts. 


Declining the invitation: If the investigators 
choose not to join the hunting party, the cigani 
are still grateful to them for bringing news of 
the strange events, and the fate of a lost daugh- 
ter. Early next dawn, the party sets out; by the 
time that their fate is known, the investigators 
will be long gone. 


LOYALTY REWARDS 


The community has an old truck which looks 
like a death-trap, but is well-kept and reliable. 
Marko offers (insists if they have been adopt- 
ed by the community) to have one of his sons 
drive the investigators to Arandjelovac, where 
they can catch a train back to Mladenovac. 


OrASAC 


The village seems as they left it only hours ear- 
lier. But at the church Father Filopovic sits by 
the font, staring mutely at the twisted corpse of 
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his wife Ana lying upon the floor, as desiccated 
and brittle as that of Kcerca. To witness this re- 
quires a Sanity roll (0/1D4). 

Villagers are unlikely to believe the tale they 
may tell, but the visible effect it may have had 
on the investigators may provoke the locals to 
get them out of Orašac as quickly as possible. 


MAKING A CONNECTION 


Depending on the hour of the day, the keeper's 
mercy, and the investigators’ ingenuity, they 
buy, borrow, or steal a truck, a horse and cart, 
or some other form of transport. 

They can return to Arandjelovac to wait for 
the train to Mladenovac or Topola, whence in 
turn they can travel to Belgrade or Nis-Crveni 
Krst. Alternatively they can return to Kopljare 
and wait there for the train to Mladenovac. In 
either case, the trains arrive as suits the keeper. 

Nis-Crveni Krst is a town of modest size a 
hundred miles southeast of Belgrade. It is the 
point at which the Simplon-Orient Express 
service branches, one service heading south for 
Athens, and another going east to Sofia and be- 
yond. Here investigators may have to wait a day 
or more before the next Orient Express arrives, 
but in the meantime, they can seek medical at- 
tention for injuries, reserve berths on the train, 
recover, and make plans. 

Alternatively, they may attempt to ride or 
drive to one of the connecting stations. Finding 
alternative transport may take some persua- 
sion, along with a substantial payment. 

Whichever way the investigators go, the 
journey to meet the Orient Express will take 
some time. А rail journey means delays at sta- 
tions, waiting for connecting trains. Roads 
range from bad to invisible. Road travel by day 
is difficult, but manageable with patience; road 
travel at night takes at least ten hours (even by 
motorized vehicle) and exhausts everyone. 


ATTACK 
Grandmother, now the only Baba Yaga, is still 


very much alive, having drained the life from 
both Kcerca and Ana—the priest’s wife shrivel- 
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ing to a husk before Father Filopovic’s horrified 
eyes. Even so, she is too weak to attack the in- 
vestigators personally, but her malign influence 
can plague them while she remains in their vi- 
cinity. Baba will follow them throughout much 
of the country, wherever the Walker’s malign 
influence may still hold some sway. The keeper 
is invited to use any of the following. 


THE BABA YAGA'S FLOCK 


As the investigators pass through a small ham- 
let (one of many), commotion swells. As a vil- 
lager goes to see what the noise is about, a small 
girl races around a corner screaming “Aaahh! 
Aaahh! Tata! Pilići! Pilici!”—Papa! Chickens! 
Chickens! 

A second later, black chickens swarm after 
her around the same corner, their glaring red 
beady eyes focused on the investigators. There 
are hundreds of them, and their beaks and 
spurs are bright and sharp. 

Plucked and disemboweled, chickens at 
the butcher's counter seem harmless enough, 
and the proverbial rubber chicken has long 
symbolized the bird's low status in the Unit- 
ed States. But a free-running chicken on the 
attack turns out to be enough to send most 
people scurrying; even a single bird may over- 
whelm children or the infirm. Each investiga- 
tor is attacked by the flock, which seems to act 
with singular intent. 

These chickens have wings clipped long 
enough to allow them to flutter up to the low- 
er branches of trees—this also allows them to 
peck and claw at human heads, faces, hands, 
anywhere vulnerable. Each bird is large (five 
to ten pounds), with feathers obsidian-black. 
Keepers will find statistics for the flock at the 
end of this chapter. 

Villagers cross themselves and race for the 
safety of their homes. If the investigators are re- 
garded as friends, they are sheltered as well. The 
birds continue to smash against the windows, 
fly down the chimneys, or come in at the eaves 
until the families organize themselves. 

Clubs and brooms clear the interiors of the 
cottages, and shotguns wipe out the outside at- 
tackers. The villagers realize only when cleaning 
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up that they have slaughtered their own fowl, 
which they thought penned for the night. Dead 
poultry flops everywhere, forlorn white and 
brown bodies heaped in clumps and windrows. 
Moments ago the birds were all black: to realize 
this requires a Sanity roll (0/1). 

Investigators who helped to rescue small 
children from the flock recover 1D3 Sanity for 
their efforts. 

The villagers are at first dismayed, 
and then grow angry, partic- 
ularly with investigators 
who were not seen to be 
protecting the ham- 
let's children or the 
elderly. The in- 
vestigators have 
brought ill for- 
tune by anger- 
ing Baba Yaga. 

"All our birds 

are dead! You 

will pay!" The 
investigators 
should соте 
up with a few 
pounds sterling, if 
they want to help. 


A MINOR PLAGUE 


An investigator starts to itch. 
Examination reveals a large and 


ugly rash resembling an ulcerating sore; it is 
irritating and eventually very painful. Even 
as they watch, it spreads (suffer 1/ID3 Sanity 
loss). Before long, all of the investigators break 
out in blotchy open sores, inflicting 1D3 points 
of damage. After two hours, the sores recede 
and fade. In the morning, it is as if they never 
existed. 


THE OBSERVING PRESENCE 


Until they board the Orient Express, the investi- 
gators notice (with or without a successful Spot 
Hidden) ill-defined figures crouching in door- 
ways, or just out of view in a copse of trees, or 
briefly illuminated by a lightning flash. Always 
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the figure is female in outline, and always gone 
whenever investigators look directly at her. 


Оп lo Solia 


The Orient Express departs from Belgrade at 

10:00 A.M. (stopping briefly at Nis-Crveni 

Krst in the late afternoon) for arrival in Sofia 

at 7:00 P.M. 

Whether in Belgrade or in Nis- 

Crveni Krst, the investigators 

board the Orient Express 

for Sofia, safe at last. 

Or are they? As the 

train steams to- 

ward the Bulgar- 

ian border, the 

shadows of late 

afternoon are 

dimmed and 

then obscured 

by lowering 

clouds and a 

steady driz- 

zle that builds 

to a full-fledged 

thunderstorm. 

Out in the rain- 

swept gloom, a huge 

running shape, like a gi- 

ant headless bird—like a 

hulking house on legs—paces the 

train, loping with unnatural speed across hill 

and field, now visible, now gone. It is the Walk- 

er in the Woods, now a house of dead children’s 

bones, now a loping tentacled impossibility, 

following the investigators at its mistress’ be- 

hest. Pointed out to anyone other than the in- 
vestigators, it’s just not there. 

When lightning flashes, sharp-eyed investi- 
gators see a hunched figure held atop the mon- 
strosity. It is Baba Yaga, arms lifted to the skies 
in supplication, her fierce rasping ululations 
like stone grinding stone, audible above the 
storm, and the rhythmic staccato of the train. 

To witness this requires a Sanity roll 
(1/1D6). 
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Strangely, no attack comes. A successful Oc- 
cult suggests that her power derives from na- 
ture, and the sterility of cold iron rails affords 
her no power to touch them while they ride the 
train. Aboard the Orient Express, they are safe. 
Hours later, the Orient Express arrives at the 
last stop before the border, and it is here that 
the investigators realize that Baba Yaga and her 
malevolent house have gone. 

As they cross into Bulgaria, they spot a 
small cottage by a stream in the woods near the 
rail embankment. As the train whistle howls, 
the receding hut seems for a moment to be 
crowned by thick, waving branches—waiting, 
perhaps, for their return. Dovidenja! 


CONCLUSION 


Each investigator gains 1D4 Sanity for recover- 
ing the Right Arm of the Sedefkar Simulacrum, 
as well as any resulting from the defeat of Dark 
Young. As the Baba Yaga is obviously still alive, 
they gain no Sanity for eluding her. 

The investigator who recovered the Right 
Arm is afflicted with the Baleful Influence. The 
Sedefkar Simulacrum nears completion. Only 
the head remains. 
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Sialisties 


PETAR RITICHT, Age 20, 
Guide and Hustler 

STR 65 CONS55  SIZ50 INT 80 
POWS80 DEX65 APP65 EDU 20 


Sanity 80 Build:0 Move:9 HP: 10 


Damage Bonus: 0 


Brawl 55% (27/11), damage 1D3 
Small Knife 55% (27/11), damage 1D4 
Dodge 36% (18/7) 


Skills: Climb 50%, Fast Talk 55%, Listen 45%, Persuade 
60%, Psychology 35%, Stealth 25%. 

Languages: Albanian 15%, English 30%, German 25%, 
Hungarian 35%, Italian 25%, Serbo-Croatian (own) 
75%, Slovene 65%, Turkish 40%. 


STATUE VENDOR, Age 47, He Knows 
What He Wants 


STR 60 CON 65 
POW 55 DEX55 
Sanity:55 Build: 1 


SIZ 75 INT 70 
APP50 EDU 60 
Move: 6 HP: 14 
Damage Bonus: +1D4 

Brawl 50% (25/10), damage 103 + 1D4 
Dodge 40% (20/8) 


Skills: Appraise 57%, Archaeology 10%, Charm 35%, 
Fast Talk 66%. 


Languages: Serbo-Croatian (own) 60% OR Turkish 
(own) 60%. 


STATUE THIEF, Age 37, Takes the Goods 


and Runs for It 
STR 85 CON 80 51475 INT 60 
POW 65  DEX55 APP50 EDU 40 


Sanity:65 Build:1  Move:8 НР: 15 
Damage Bonus: +1D4 

Brawl 60% (30/12), damage 1D3 + 1D4 
Statue Arm 60% (30/12), damage 106 + 1D4 
Dodge 55% (27/11) 

Skills: Intimidate 45%, Jump 60%. 


Languages: Turkish (own) 40% OR Serbo-Croatian 
(own) 40%. 
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SIX SERBIAN BRAWLERS, 
Young Men Looking For a Fight with Turks 


C fs [Con [sz [pex [row [HP | 
[ow [s e ]e [s [в [ua | 
[тее [e e [ [в [s [z | 
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[s m e [70 [o [ss [з 
Damage Bonus: 0 

Build: 0 

Move: 8 


Brawl 


5096 (25/10), damage 1D3 
Thrown Rock 2596 (12/5), damage 1D4 
Dodge 40% (20/8) 


SIX TURKISH BRAWLERS, 
Young Men Looking For a Fight with Serbs 
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Damage Bonus: 0 
Build: 0 
Move: 8 
Brawl 5096 (25/10), damage 1D3 
Thrown Rock 2596 (12/5), damage 1D4 


Dodge 4096 (20/8) 


Dr. MILOVAN TODOROVIC, Age 57, 


Curator of Ancient Sculpture 


STR 50 CON 40 51750 INT 75 
POW60  DEX50 АРР50 EDU 93 
Sanity: 60 Build:0 | Move:6 HP:9 


Damage Bonus: 0 


Brawl 25% (12/5), damage 1D3 
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Dodge 25% (12/5) 


Skills: Accounting 15%, Archaeology 15%, Charm 45%, 
Credit Rating 65%, Drive Automobile 15%, History 
(Art) 80%, Library Use 65%, Persuade 55%, Politi- 
cal In-Fighting 45%, Psychology 50%, Spot Hidden 
55%. 


Languages: English 40%, German 45%, Greek 25%, 
Hungarian 55%, Italian 45%, Latin 30%, Serbo- 
Croatian (own) 75%, Turkish 35%. 


VLEJA RADI, Age 29, Under-Secretary and 


Smuggler 

STR 55 CON 40 SIZ55 = INT 65 
POW 65 DEX55 APP40 EDU 80 
Sanity 65 Build:0 Move:8 HP:9 


Damage Bonus: 0 

Brawl 25% (12/5), damage 1D3 

Dodge 25% (12/5) 

Skills: Archaeology 25%, Credit Rating 35%, Fast Talk 
45%, History 40%, Law 25%, Library Use 35%, Psy- 
chology 45%, Sleight of Hand 55%, Smuggle 50%, 
Stealth 35%. 


Languages: English 20%, German 25%, Greek 35%, 
Italian 35%, Serbo-Croatian (own) 65%. 


TODOR NEDIC, Age 56, Village Mayor 


STR 40 CON 55 
POW 70 DEX 55 
Sanity 70 Build: 0 


SIZ 60 INT 70 
APP 40 EDU 50 
Move:5 НР: 11 


Damage Bonus: 0 


Brawl 
.22 Bolt-Action Rifle 
12-gauge Shotgun 


60% (30/12), damage 1D3 
70% (35/14), damage 1D6+1 
50% (25/10), damage 
4D6/2D6/1D6 


Skills: First Aid 50%, Listen 75%, Mechanical Repair 
45%, Natural World 70%, Operate Heavy Machinery 
60%, Spot Hidden 60%. 


Languages: English 20%, German 20%, Serbo-Croatian 
(own) 50%. 


MARJA NEDIC, Age 48, The Mayor's Sister 


STR 65 CON60  SIZ60 | INT 60 
POWS80  DEX60 АРР 75 EDU 60 
Sanity 80 Build:1  Move:8 НР: 12 
Damage Bonus: +1D4 


Brawl 80% (40/16), damage 103 + 1D4 
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Dodge 30% (15/6) 


Skills: First Aid 7596, Folk History 9096, Gossip 99%, 
Listen 90%, Natural World 9096, Spot Hidden 90%. 


Languages: Serbo-Croatian (own) 6096. 


FATHER FILOPOVIC, Age 59, Serbian 


Orthodox Priest 
STR 55 CON 70 SIZ 65 INT 40 
POW 45  DEX50 АРР70 EDU65 


Sanity 45 Build:0 Move:5 HP: 14 


Damage Bonus: 0 
Dodge 25% (12/5) 


Skills: Art (Sing) 55%, Persuade 80%, Theology 75%. 
Languages: English 30%, Serbo-Croatian (own) 
65%. 


SIX CIGANI HUNTERS, Gypsies on a 


Mission 
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Damage Bonus: +1D4 


Build: 1 
Move: 8 
Brawl 50% (30/12), damage 1D3 
Axe 50% (25/10), damage 1D842 
+ 1D4 
Burning Torch 50% (25/10), damage 1D6 + 
1D4 + burn 


12-gauge Shotgun 50% (25/10), damage 


4D6/2D6/1D6 +1D4 (burn) 
40% (20/8) 


Skills: Folk History 40%, Spot Hidden 50%, Stealth 
35%, Track 60%. 


Languages: Romani (own) 60%, Serbo-Croatian 30%. 


Dodge 
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THE BABA YAGA, 
Priestesses of the Walker in the Woods 


KCERCA, Age 19 (apparent), 


Daughter-Bearer Aspect 

STR 80 СОМ 85 SIZ45 INT 80 
POWS85  DEX85 APP95 EDU 40 
Sanity 0  Build:0 | Move:9 НР: 13 


Magic Points: 17 

Damage Bonus: +1D4 

Knife 85% (42/17), damage 1D4+2 + 104 
Dodge 60% (30/10) 


Skills: Art (Sing) 70%, Art (Tapestry) 15096, Charm 
75%, Stealth 9096. 


Languages: Archaic Dialect (own) 4096, Romani (own) 
4096. 


Spells: Mental Suggestion. 


ANA FILIPOVIC, Age 40 (apparent), 
Mother-Nurturer Aspect 


STR 65 CON75 51750 INT 80 
POW85  DEX60  APP70 EDU 80 
SanityO  Build:0 Move:8 НР: 12 


Magic Points: 17 

Damage Bonus: 0 

Damage Bonus: +1D4 

Knife 60% (30/12), damage 1D442 
Dodge 30% (15/6) 


Skills: Disapproval 100%, Listen 65%, Persuade 45%, 
Spot Hidden 7096, Stealth 9096. 


Languages: Archaic Dialect (own) 8096, English 1096, 
Serbo-Croatian (own) 8096. 


Spells: Cloud Memory. 


GRANDMOTHER, Age 81 (apparent), 
Crone-Judge Aspect 


STR 60/205 CON 60/220 SIZ 35 INT 90 
POW 100/270 DEX 50 APP 35 EDU 90 
Sanity: 0 Build: 0/2 Move: 4 HP 13/39 


Damage Bonus: 0/+2D6 

Magic Points: 20/54 

Shovel 85% (42/17), damage 1D8 + db 
Dodge 25% (12/5) 
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Skills: Archaeology 10096, Cackle Gleefully 10096, His- 
tory 10096, Persuade 8096, Stealth 9096, Shovel into 
Oven 10096 


Languages: Archaic Dialect (own) 90%, Bulgarian 
(own) 9096, English 2596, Serbo-Croatian 6596. 


Spells: Cloud Memory, Command Flock*, Contact 
Shub-Niggurath, Nightmare, Power Drain, Steal Life, 
Wrack. 


* See statistics below. 


SPECIAL ABILITIES 


Power of Three - The eldest of the Baba Yaga can, at 
will, use the combined STR, CON and POW of all three 
priestesses as if they were her own, also providing tem- 
porary damage bonus, hit points and magic points. In 
any round where she does this, the other members of the 
Baba Yaga can do nothing. Any hit points lost (or magic 
points used) by Grandmother are lost by one of the other 
priestesses instead at the keeper's choice. If either or both 
of the younger priestesses die as a result, their corpses 
become shriveled husks. Sanity Loss to see: 1/1D4. 


BABA YAGA'S FLOCK, 


These Birds Mean Business 


These statistics represent any flock which Baba Yaga 
takes control of, rather than individual birds. 


STR 15 СОМ 25 5172250 INT5 РОМ 50 
DEX40 НР: 50 (1 per chicken) 
Build: 1 


Damage Bonus: 0 
Move: 8/10 flying 


ATTACKS 
Attacks per round: 1 


Every round, the flock attacks each investigator; roll 
each attack separately. For each bird killed, the attack 
chance drops by 1 percentage point. 


Pecks and Rips 50% (15/6), damage 1D2 


Armor: None, but each successful attack only kills one 
bird (inflicts 1 point of damage to the flock). Excep- 
tions: Sweeping attacks with brooms or shovels and 
similar tools inflict normal damage, as do area weapons 
such as shotguns. 


Sanity Loss: 0/1 to see the uncanny nature of the flock’s 
behavior. 


Skills: Cluck Menacingly 10096, Dodge 4096. 
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WALKER IN THE WOODS, 
Avatar of Shub-Niggurath 

STR250 CON600 SIZ490 INT Special 
POW75  DEX50 

Build:9 Моуе:7 НР: 109 


Damage Bonus: +8D6 


The Walker in the Woods appears as a massive tree-like 
entity that on first impression has the bulk of a mature 
baobab, and the ropy surface character of a fig or man- 
grove. 

Normally sequestered deep in dense forest, its crown of 
thick ropy tendrils are hidden from view, woven into the 
surrounding foliage. 

The Walker in the Woods is a brood-mother for the 
Dark Young of Shub-Niggurath; when it births, it spawns 
dozens at a time. Its brood-chamber is as large as a two- 
story house; if placated and served by priestesses, it will 
surrender a part of the chamber as a refuge or dwelling 
for its servants. 

When grounded and dormant, the Walker in the 
Woods promotes riotous growth in the surrounding area; 
its millions of tiny filaments pervade every living thing for 
hundreds of feet in every direction. 

The Walker can—at need or command—extract itself 
on two mighty but curiously slender bird or goat-like legs, 
and move with surprising speed. When it does so, its fila- 
ments draw the life out of everything to which it has been 
attached, leaving only the shriveled and sterile remains of 
a once-fecund grove. 


CULT 


The Baba Yaga are a trinity of priestesses who serve the 
Black Goat of the Woods; they are the last inheritors 
of an ancient cult which originated here in pre-Roman 
times. Once influential from the eastern reaches of the 
Alps to the Black Sea, the modern world has diminished 
the cult’s reach to this small corner of the Balkans. 

Their blasphemous duties include feeding the ancient 
avatar of Shub-Niggurath that inhabits the forest, and 
midwifing the spawning of its young. The avatar prolongs 
the priestesses’ lives as a reward for their devotion, but 
only as long as it receives a regular supply of sacrifices. 


SPECIAL POWERS 


Song of Delusion: When dormant or brooding, the Walk- 
er uses its mouths, located at the base of each tentacle, to 
constantly sing at a pitch normally undetectable to hu- 
man ears. A Extreme Listen momentarily detects a weird, 
melodious piping at the edge of human perception. 

The song creates an ambient effect similar to the Soul 
Singing spell, compelling all those within its range to see 
and hear only what the Walker desires them to. When 
tended by the Baba Yaga, the illusion is instead as the 
priestesses desire: in Roman times, this was as a grand liv- 
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ing shrine to Black Goat of the Woods; in recent centuries, 
it appears as a modest, very rustic wooden cottage with a 
thickly-thatched roof, surrounded by a briar-wood fence. 


When roused, the Walker ceases singing, and its true 
form is revealed. 


Tentacles: The Walker is crowned with six great tentacles, 
each the thickness of an elephant's leg, and more than 30 
feet long. Though not very maneuverable, each can none- 
theless inflict massive damage, or pick up objects as large 
as a car. Because of the Walker's bulk, it can only bring 
two to bear at any time against targets on the ground. 


Filament Network: While settled in the ground and 
dormant, the Walker’s filaments attach themselves to 
everything in a 200-foot radius. The health and fertility 
of everything so attached is enhanced while the Walker 
remains dormant. When the Walker is roused, it uses the 
life of everything to which it is attached to swiftly be- 
come active. 


The Walker’s Intelligence: By itself, the Walker has a 
simple level of consciousness, reacting only as necessary 
to hunger, pain, vibration, and the need to spawn. How- 
ever, the oldest priestess of the Baba Yaga (the Crone) has 
a unique bond with the Walker, sharing her awareness of 
the world with it. As long as the Crone is alive and con- 
scious, the Baba Yaga can direct the actions of the Walker 
in the Woods. 


Spawning: When fully fed, the Walker enters a gestation 
phase: it partially buries itself in a deep forest and re- 
mains dormant for up to a century, over which time it 
increases its size by a factor of ten. At the end of that time 
it spawns, releasing one thousand fully-mature Dark 
Young (who emerge by consuming it from within) over 
the course of a single night. 


ATTACKS 
Attacks per round: 1 


Fighting Attacks: The Walker has a multitude of ten- 
tacles, which flail around and may hit opponents. 


Trample: Once per round, the Walker may trample 
everything in its path. 


Tentacle Sweep 40% (20/8), half damage bonus 


Trample 30% (15/6), damage bonus 


Armor: The Walker in the Woods is composed of non- 
terrene material and make-up, so that any successful 
firearm attack inflicts only 1 point of damage. A firearm 
impale does 2 points of damage. Shotguns are an excep- 
tion, doing minimal possible damage, whatever that is. 
Hand-to-hand weapons inflict normal damage; attacks 
based on heat, blast, corrosion, electrical charge or poi- 
soning have no effect. 


Skills: Art (Song of Delusion) 100%, Stealth 80%. 
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Sanity Loss: 1D6/1D20 to see the true form. 


DARK YOUNG 
OFSHUB-NIGGURATH 


[s [cos [sz Tosx [row [nr | 
[ow am [s me [eo [me [»| 


[Two 230 [90 |20 [uo fios [a0 | 
Build: 5 


Damage Bonus: +4D6 
Move: 8 


ATTACKS 


Attacks Per Round: 5. It may only use its Trample attack 
once per round. 


Grab grabbed and held for 1010 + 5 

(fighting maneuver) STR drain per round 

Fighting 8096 (40/16), damage bonus 

Trample 40% (20/8), damage 2D6 + 
damage bonus 

Dodge 40% (20/8) 


Armor: Dark Young are of non-Earthly material and 
make-up, so that any successful hit with a firearm at- 
tack does only 1 point of damage per bullet (2 points 
for an impale). Hand-to-hand weapons do normal 
damage. Attacks dependent on heat, blast, corrosion, 
electrical charge or poisoning have no effect. 


Skills: Stealth (bonus die in woods) 80%. 
Sanity Loss: 1D3/1D10 to see a Dark Young. 
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INDEX OF SIGNFICANT & Userut ENTRES 


An index of significant and useful entries. Also: 
f-indicates that page and the following page. ff- 
indicates that page and a number of following 
pages. bold page number-indicates a major entry 
if there is more than one page number listed. italics 
page number-indicates an important illustration. 
References to another book in this set are preceded 
by a roman numeral denoting the book number (e.g. 
1117). included in this particular book note important 
keeper entries. Other entries are included under the 
appropriate Location, Person, Artifact, Tome, or Spell 
major entry. 


The Accounts of Tillius Corvus (tome)... 
introductory handout 
summary handout 
Accursed Eye (spell) 
Adelsberg (ex-Austria, see Postumia) 
Agostino, Padre (rescued priest) 
[nir m —— uwa ña 
Aleksic, Dragan (historical Serb Dadaist painter) 146, 
150 

Alexius III of Constantinople 
47 

Alexius IV of Constantinople (historical leader) ..45f, 
47 

Alexius V of Constantinople (historical leader) 46, 47 

Antiquities Collector (See Baba Yaga, grandmother) 

Arcangeli, Francesco (Triestene thief, cook, and 

PUMP) asa nawa a en cioe n 

Arditti (Italian assault troops 

Armitage, Dr. (American professor).. 

Army of Skin and Blood (monstrous horde, see also 

Fill and Grimmitha)................................... 177, 
182Automatons (mechanical figures, , stats)31, 
33, 34, 35ff, 37,41 
Baba Yaga, priestesses serving the Walker in the 
Woods (stats) .220, 236 
cigani (gypsies), attitude toward . 
cottage (See main entry Cottage in the Woods) 
Filipovic, Ana (Serb priestess, mother-nurturer 


... 152, 153f 


. 167, 168 


historical leader) ... 46, 


aspect) анине 213, 219, 220, 236, 239 
Flock of mean birds (esp. black chickens) .....231f, 
236 


grandmother (Serb priestess, crone-judge aspect) 
215f, 220, 223ff, 228, 231, 236, 239 

Ljubisa, Kcerca (Serb priestess, daughter-bearer 
aspect) ies 218, 220, 222ff, 228, 236, 239 

Walker in the Woods (See main entry Walker in 
the Woods) 

Bacchus (Roman god, see also[Dionysug).. 85, 98, 100, 

101f 


villa of (See Trieste, villa of Bacchus) 
Baldwin, Count of Flanders (historical Frankish lord) 
43, 46, 47,48, 49, 51, 51, 57, 58, 65,70,71 
death of 
Beddows notes. 
Belenzada, Dr. Goran (Serb surgeon, stats) ...132, 133, 
139, 141, 142, 144, 147, 150, 158f, 163 
cudoviste, and other works (See also main entry 
Cudoviste) -.. 145, 154f 
daily routine (table)... 
home 
laboratory. 132,142, 143f, 154, 156 
laboratory incinerator .158 
laboratory plan.................... sees 156 
loyal veterans (guards, stats) .... ‚143, 154, 164 
Belgrade Handout £1-extract of archive of Nephoros I 
212,213 
Belgrade, Kingdom of the Serbs, Croats and Slovenes 
112,126, 203, 204 
air transport to and тот................................ 204 
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bazaar 
Belgrade University library. 
Bureau of National Treasures (for export permits) 
210f 

census (c.150,000, majority Serb).................... 204 
chase statue-thief (stats) oes 
events in 1923 
fortune teller . 
gypsies .. 
history... 
hotel Europa 
hotel Moskva 
map of the city 
Narodni Muzej (National Museum) 
National Library....... 
rail transport... 

Bice (Maria's maid) ... ..10, 14, 17, 18, 20 

Black Goat of the Woods (see Shub-Niggurath) 

Blackshirts ...................... 12, 16f, 18, 24, 27, 40, 93, 96 
blackshirt elite (university students, stats) .. 27, 40 
blackshirt thugs (superstitious brutes, stats) ...40, 

114f 

Bledic (Frankish minstrel, stats) ....................... 53,72 

Blood Red Tower (See Red tower) 

Bonaparte, Napoleon (historical leader). 8, 13, 21, 22, 


82,89 
Bone pipe-whistle (artifact)........... 217,219, 226,222 
Boniface, Marquis (historical leader)... 45f, 47, 63, 65, 
71,71 


Bora (wind of Trieste) ... 82, 84, 85, 86, 90, 97,99, 102, 
104, 111 
Boscovic, Maj. Radmilo (Serb military officer, stats) .. 
142, 146, 147, 162 
(optional scenario-Vinkovci) . 
about Vinkovci.... 
arrival 
Belenzada, Dr. Goran... 
bombing of railway .. 
conclusion ..... 
Crusader's Tomb .. 
cudoviste 
Dr. Belenzada's daily routine... 
events in Vinkovci .... 


.71,131 
4197 
33 


hotel Lehrner.... 40f 
Hovart Brothers butcher shop. m 
investigations 

keeper's information 

Kunjevci hunting preserve .. ...145 


laboratory.. 
leaving Vinkovci 
local authorities ... 
looking for Dr. Moric.... 
LOCLI нез нан 
Lovacki Dvorac lodge 
map of Vinkovci........... 
Mims Sahis (aka Skin Knife).. 
missing reporter... 
Moric, Jazmina..... 
People's Justice Army .. 
politics post Great War. 
Rose Garden 
sleeping sickness 
state of emergency... 
stranded in Vinkovci 
timeline of scenario . 


visiting the hospital.. 
wolves of Vinkovci.... m 
Brothers of the Skin (cult).....8, 66, 67, 84, 93, 95, 105, 
106, 108f 111, 112,131 


sample members (stats) 
Burden of The Skinless One (spell)... 
Byzantine Period of Roman Empire (See also Roman 
Empire) 
Byzantine, at siege... s 
Byzantium (becomes Nova Roma, “Constantine's 
City”, Constantinople, Istanbul) 
Caciano, Carlo (ringleader, stats) .. 
Carlo (cavern guide and cultist). 
Christianity 
Church of St. Mokius (See Constantinople c.1204, 
church of St. Mokius) 


Cigani (aka gypsies, stats) ............ 207, 220, 229f, 235 
attitude (of others) toward............................. 215 
Ljubisa, Kcerca (missing twin, see Baba Yaga, 

Kcerca) 
Ljubisa, Tsura (distraught twin) .............. 218,230 
Markovic, Marko (cigani elder) ............... 217, 230 
Venclovic, Luminitsa (cigani wise woman) ..217ff, 
230 


(core scenario- Trieste 1923). 
conclusion 


‚81,133 


events in Trieste . 
keeper information .... 
memorable dinner 


Communist ........................ 
Constantine (historical leader).. .168,171 
and Christianity ............ a aaa 173 
Constantinople 330 Handout #1-introductory 
HANA OUT sce, арн ынын нынын айыы 167 
Constantinople 330 Handout #2-summary handout.. 
168 
Constantinople c.330AD (aka Nova Roma) ..165, 170, 
170,171, 190 


buildings and sites 


grand commencement.. 


under construction ....................... 169 
map of the city 
Nova Коша, aqa awana EE DEO 
Constantinople c.1204AD. .A3ff, 44, 48, 50, 71, 135 
Blachernae palace .. 44, 48, 51, 53,70 
Boukeleon palace ....................... sss 
checkpoints 
church of Christ Pantocrator............. 47,56,62,70 
church of St. Mokius .... 54, 55, 57, 59ff, 60}, 60, 61 
cistern 62, 63, 64 
crypt... 
diagram.. 
cistern 
European resident.. ...48 
Forum of Theodosius. .52,53,5Aff 


Golden Gate..... 
Hagia Sophia... 
Hippodrome 
horse transport .. 
Istanbul... 
map of city .. 
monster in the city 


walking speed across the city. 153 
witnessing the sack of the city. 153 
Contact Lloigor (spell) 93,106 


Corvus, Tillius (Tribuni Comites Fortes Falcone, stats) 
166,167,168, 184, 198 

as vampire (stats) 

final blow to Unwen ... ; 

keeper guidance to running him ..................... 175 

wedding of Tillius and Lady Eudocia..... 192ff, 192 
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what if Tillius does not kill Unwen*................. 191 

Cottage in the wood (the Baba Yaga's hut) . 220, 224ff, 
228, 239 

Create Skin Devil (spell).......................................... 75 


Crusader's Tomb (Vinkovci, see also Lot 187)132, 133, 
135, 139, 140, 144, 148, 149, 152, 167 
Cthulhu Dark Ages (roleplaying rules) .... 8,23, 24, 43, 
131, 154 
Cthulhu Invictus (roleplaying rules) 59, 131, 165, 166 
Cudoviste (monster, stats)...142, 146, 147f, 164Cultist 
of the Unburdened Flesh (cultist, stats)....... 61, 
73Cyzicus (c.330 capital of Mysia). 
ru o M дырын бие рын 
(optional scenario- Constantinople c.1204)... 
43,131 
afterward 
Constantinople c.1204... 
Constantinople map c.1204. 
fourth crusade timeline E 
3OVESEBatOts u aaa e tener 43 
Andre of Troyes (investigator, stats) .. 
Brother David (investigator, stats) ..... 
Eloise of Flanders (investigator, stats) .......... 
—— Gilles de la Grave (investigator, stats) 


28, 24, 


Martinus de la Isles (investigator, stats) ....... 79 
Renaud of Flanders (investigator, stats) ..... ee 
investigator failure 
investigator introduction .. 
keeper background (sack of Constantinople), К 

keeper information... Е 
4f 


note on terms 
Dark Young of Shub-Niggurath (monster, stats)..222, 
238 
De Vermiis Mysteriis (tome) 
(core scenario- Venice 1923). 
Death in Venice (subplot) 
diary of Captaine Dubois.. 
events in Venice 
glossary 
keeper information... 
Love in Venice (subplot).... 
scenario considerations .... 
timeline for Love in Venice 
tripsrom Milan... caecis ettet ettet 
Decline and Fall of the Roman Empire (historical 
(13 ананын нн ызны кыр ныны 139, 15 
The Devil's Simulare (tome) ... 
introductory handout ... 
summary handout... 
Dionysus (Greek god, see also Bacchus) ...98, 100, 10 
Doge of Venice (historical leader) 45, 47, 52, 56, 65, 7 
ЧеаШ енот 7 
Dragon, Anatolian (monster, stats) 
Dream Lausanne (Dreamlands) 
Dream Zagreb .................... 
boundaries of the city ... 
events in the city .... 
hooded stranger... 
hooded stranger's skull . 
map of Dream Zagreb 
tolling the hours 
Druni, Cesare (red-haired Lloigor cultist) .85, 92, 93f, 
95,113 
abduction of. 
Dubois, Capitaine (French officer under Napoleon)... 
20, 22,23,24 
Elder Sign (artifact) 
Eudocia, Lady (wealthy widow) 
Faccia, Arturo (cultist) ....... 
PaSCISID.. escis 
Femic, Vesna (Cibalis reporter) . 
home 
notebook. 
Fenalik, Comte (vampire) . 9, 13, 17, 21, 38, 43, 46, 71, 
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84,93,97,106,112,122,132,134,166,194 

Fidele, Nonno (caretaker, stats)... 32f, 39Fill (Army of 
Skin and Blood, monster, stats) .. 181, 183, 187, 
195 

Filipovic, Ana (Serb wife of priest, See Baba Yaga, 
Filipovic, Ana) 

Filopovic, Father Kristijan (Serb orthodox priest, 


stats) 215, 219, 220, 235 
The Flayed (сий)... ...166, 176, 179, 181, 183 
cultist of the Flayed (stats). 
rumors ОЁ.................... 


Flesh Creeper (monster) а 
Fortes Falcones- Mighty Falcons (elite auxiliary 
Roman scouts)..................... 165, 167, 168, 169 
commander Tillius Corvus (See Corvus, Tillius) 
Roman auxiliary troops, c.330 (incl. weapons & 
armor).. ....169 
Fourth crusade.. 44} 46, 50, 51, 135 
timeline 
Frank, at siege... 
Frank, defined ... 
Frankish knight (warrior, stats)... 
Frankish man-at-arms (warrior, stats) .. 
Gasparetti, Georgio (Italian lover, stats).. 9, 13, 13, 14, 
15, 16f, 18, 20, 21, 39 


— 


Gasparo (watchman, ѕ(аќѕ)................................ 28, 39 
Gautmaris (Frankish knight, See also Sedefkar, the 
Osmanli)...................... 50, 63, 67}, 69 
Gemellus, Alexius (Magister Militum) .. 165, 166,171, 
191 
Ghilian outpost (Roman fort) ................ 166,172,175 
Abrax, the physician (Greek) ............. 177f, 177 
attack by the Army of Skin and Blood ........... 183f 
body dump. uet ettet 178,179 
Centenarius Longinus... эў 
garrison 
Ghilian lost? ..... 
Ghilian saved? ...... 
Kalekoy village 


i 177, 177,179 
road to outpost 2.175 
strange creature rumors . „#1790 
Valerian plague (See major entry Valerian Plague) 

Giant Olm (aka human fish, see Olm) 

Glossary of Italian terms................ sess 8 

Grand Canal (See Venice, Grand Canal) 

Grandmother (aka antiquities collector, See Baba 

Yaga, grandmother) 


plague camp 


Great War (WWI)............. sse 9,11,26,132 
Greek citizen (typical inhabitant, stats) ..72Gremanci 
family ОН и 26,27,30 


Gremanci Doll factory (Venice) ..... 17, 27ff, 28, 29, 
30ff 
Gremanci prosthetics.............................. 26,27,31 
Gremanci, Antonio (doll maker, father, stats) ...28, 
29, 30, 39 
Gremanci, Sebastiano (doll maker, son) .13, 29, 30 
Ned Gets m €———— 30f 31 
Grimmitha (army of Skin and Blood, monster, stats). 
181, 182, 183, 183, 187, 195Grossinger, Helmut 
(insane German investigator).. 90, 93, 94f, 100, 


104, 114 
94,100, 104 
journal... 95,104 
Grotte di Postumia (See Postumia, caverns) 
Grotto Gigante 


High Priest of the Unburdened Flesh.. 
Hotel Vanoli (See Trieste, hotel Vanoli) 


Human fish (See Olm) 
(optional scenario- Dream Zagreb 1923).. 117ff, 134, 
136 
boundaries of the city ...................... ss 121 
conclusion... 


ending 
map of City of Bells 


option to: теат 117 
Italy 
Monte Grappa .... ....12, 26, 30 
Ithaqua, the Wind Walker (aka Wendigo, god) 82,95, 
104 
Jigsaw Prince (aka Des Esseintes, Duc Jean Floressas) 
118, 122 
Karkunica, Captain Velemir (Bosnian police 
detective, stats) .................... 135, 147, 156, 162 


Kingdom of Serbs, Croats and Slovenes........ 131,133 
politics of region .............. 
Society for War Invalids ... 

Laboratory of Dr. Belenzada (See Belenzada, 

laboratory) 

Leper ship Pestis.. 

Leprosy................ 

Ligotti, Thomas (contemporary author).. 

(core scenario- Belgrade 1923) .... 
conclusion 
events in Belgrade 1923 ... 
keeper information ... 


Living hide (monster) 

Lloigor cult 
implosion vortex .................. eren If 
Lira asi au naa a m 95, 105, 106ff, 109 


Lloigor cultists (stats)... ‚ 105, 109, 111, 113 
Ljubljana, Kingdom of Serbs, E and Slovenes ..... 
113,134 


Lloigor (monster, stats) ................ 109ff, 112, 115, 122 


Lorenz (German spearman, Fortes Falcone) 169, 173 

Lot 187 (in the Pouzdan Zalihi warehouse) ................ 
132, 140, 142, 151; 153LPV -Ljudi Pravosude 
Vojska (See Vinkovci, Peoples Justice Army) 

66,172, 173, 174 


Lydia (Roman province) ................ 
map of a portion... 
Sardis (capital) 172,174 

Magister Militum- "Master of Soldiers" commander 

of region Roman military (See Gemellus, 
Alexius) 

Makryat, Mehmet (cultist leader) 

Makryat, Selim (cultist leader) 

Marco (sullen servant and cultist, stats). 90, 105,113 

Marie de Champagne (Count Baldwins wife)......... 80 

Medallion of Ithaqua (artifact) ..85, 91, 103, 104, 105, 

108, 109, 110, 111 


implosion vortex .................. a... 111f 
Merovac (leper monk, See also Fenalik)......46,49, 52, 
57}, 65, 68, 71 


Miho of Dubrovnik (Croatian knight) .....71, 135, 152 
Milan, Italy ... - 
Mims Sahis (artifact). 
70, 71, 74, 131, 132, 133, 139, 142, 144, 149, 152, 
155, 158, 159f, 168, 190, 192 
destruction of........................... 
Miskatonic University, Arkham 
Mladenovac, Kingdom of Serbs, Croats and Slovenes 


(factory town)...................... 212,213,230,231 
Mob (of citizens, stats)............................. a... a... 40 
Montanelli, Marcius (linguist and cultist) .... 92 105, 
113 


Moric, Dr. Dragomir (missing Croat archaeologist).... 
132, 132, 141, 142, 144, 145, 210 

The Notebook of Dr. Moric (tome) .................... 153 

Moric, Jazmina (Croat linguist, stats) ... 132, 133, 137; 
138, 140, 142, 145, 161, 162, 210 


Mussolini, Benito (historical leader)....................... 27 

Mustrigg (monster, stats)....................... 179, 181, 197 

Nabadias the Bear (huge Greek, Fortes Falcone) .169, 
173 

Napoleon (See Bonaparte, Napoleon) 

Nedic, Marja (Nedic’s sister, stats)................. 219,235 

Nedic, Todor (village Mayor, stats) .215, 216, 246,219; 
222,235 

bone pipe-whistle (See major entry Bone pipe- 

whistle) 
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Nova Roma, “Constantine’s City” (See also 

Constantinople c.330).. 
Nyarlathotep (god) 
Olm (aka Human fish, monster) .... 


167,171 
166,193 
108, 109, 111, 115 


Opacic, Lt. Filip (young Serb police detective, stats)... 
147,162 

Orašac, Kingdom of Serbs, Croats and Slovenes 

203, 211, 212, 213, 214, 215, 


(Serbian village)... 
230f 
about Orašac 
ancient ritual.. 
census (c.800) .... 
map of the villag: 
village life 
Order of the Noble Shield .......... 71, 132, 142, 152, 153 
Orient Express....42, 112, 116, 117, 125, 133, 135, 142, 
160, 202, 232f, 232 
Padre Agostino (See Agostino, Padre) 
Palazzo Rezzoniani (See Venice, Palazzo Rezzoniani) 
Pale Stranger (See also Winckelmann, Johann) 85, 96, 
100 
Pera (Constantiñople) u sss. 44,65 
«15, 17, 21, 166, 232 
Valerian plague (See major entry Valerian plague) 
Police, of Venice (stats)... 40Police, of Vinkovci (stats) 
162 
Polo, Marco (historical Venetian explorer)............ 100 
via Marco Polo (See Trieste) 
Pope Innocent III (historical church leader)..... 48, 71 


ОБАШ ырны нынан арынын 71 
Postumia (Postojna), Italy. 82, 85, 87, 92, 96, 105, 107, 
112 


caverns (Grotte di Postumia)... 
cavern diagram 
things in the caverns 

Radi, Vleja (under-secretary, stats) ..............210/; 235 

Ramardi, Captain (Venetian cult leader, stats). 55,56, 

56,61f.74 

Rasul al-Albarin (tome)................................ 

Red tower (Later: Shunned mosque) 
diagram 
Sedefkar's altar... 

Regensburg, Austria 

Relics, in Constantinople... i 

Ricimar and Adosina (young Goth cultists, stats). lids 

182f, 196 
Riticht, Petar (guide and hustler, stats). 203, 209, 212, 
234 

Ritual of Cleansing (spell) 

Ritual of Detect Skinless One (spell). 

Roman Empire (historical empire) 
Byzantine Period 
Roman armor 
Roman auxiliary troops, c.330 . 

Rossini, Alberto (Fascist leader) 9, 11}; 11, 12, 14, 15, 

17, 21,39 

Sack of Constantinople................................ 43, S 51 
combat note 
investigator mission...... 
investigators during battle ... 
storming the walls (option) . 
tactics 
Varangian attack 
witnessing the sack of the city . 

Sailor-warrior (Venetian sailor, stats) 

Salleh, Fahim (Brother of the Skin) .....93, 95, 99, 106, 

109, 114 
killing him, maybe ..................... sss 96 
San Marco basilica (See Venice, San Marco basilica) 
(optional scenario-nr. Constantinople c.330)59, 131, 
154, 165-201 
about the scenario.................... sss 165 
conclusion 
Constantinople c.330AD .. 
the investigators—men of the Fortes Falcones. 1166 
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. 95, 96, 105 


Damanais of Savaria-spearman .. 


Emeric of the Suevi-swordsman 
Galodius Evodis-senior officer.. 
Milonius Kanmi-archer.... 
keeper's information... 


using this scenario with the 1923 campaign .. .167 
Sapientia Maglorum (tome).......................... 153,154 
Sebastiano’ friends (ex-army veterans, stats)........ 41 
Sedefkar scroll (artifact) ...................... sss 70 


Sedefkar Simulacrum (artifact)... 7, 43, 55, 58,67, 97, 
99, 120, 122, 124, 210 


baleful influence................... 22,31,32,34, 70, 113 
dislodging pieces in combat... ... 69-70 
destroying it ..... ..69 


head... ..69 
Juris 69 
left leg ... 7, 8, 13, 30, 32, 36, 69, 82 
right arm... ..69, 203, 223, 224, 229 
right leg...... ..69, 82, 85, 110, 113 


searching for it . 


Sedefkar the Osmanli (Seljuk Turk and ageless 
43, 49, 50, 58, 63, 74, 122, 152 


sorcerer, stats) .... 

death of Sedefkar 

Serbian brawlers (young Serbs, stats) . 
The Serpent's Claw (See Mims Sahis) 

Shub-Niggurath, Black Goat of the Woods (outer 


ИННИ ЕКЕНИНЕ 213,219 
Silver coin (tetradrachm, one of thirty?)............... 153 
Skin devil (monster, stats) ........ 67, 68, 75Skin of The 
Skinless One (artifact, spell) ................... 63,75 


The Skinless One (god, stats) ..56, 58, 65, 99, 122, 131, 
155, 166, 11126 

Skinless Stigmata (spell).. 
Sleeping sickness 

Smith, Dr. Julius Arthur (professor)... 
Solder, Serb (Belgrade army, stats) 
St. Bartholomew, Order of....................................... 
St. George (figure of historical legend 


Statue vendor (thief, stats) ............................ 208,234 
Stagliani, Maria (Italian lover, stats) 10, 11, 11,14, 17f, 
20,39 


family house (pensione).. 
funeral 


Tattoo, denoting cult membership... 
Tears of blood... 
Tergeste (ancient Roman city, now Trieste).83, 86,91, 
95 
Termona family 
servant (See Marco) .... 
Termona, Antoni (scholar and cultist) ..82, 85,91); 
93,104,108, 109, 113 
Termona, Giovanni (scholar and cultist, ancestor) 
87,90 
Termona, Marcus (scholar and cultist, father of 
Antoni)... ... 88, 90 
The Traveler’s Companion (OE passenger guide) . 131, 
205 
Todorovic, Dr. Milovan (curator of ancient sculpture, 
stats) . 203, 205, 209, 209, 234 Tribuni Comites- 
senior regimental commander (Roman army, 
See Corvus, Tillius) 
Trieste Handout #1 
Trieste Handout #2.... 
Trieste Handout #3 
Trieste Handout #4 
Trieste Handout #5.... 
Trieste, Italy ........... 
Bacchus in "este. 
background of city 
bora (wind, See major entry Bora) 


...90f. 104 


Brothers of the Skin .................... sss 84 
Castello 
census (c.225,000). 
events in 1923 
Giardino Lapidario.... 
hotel Vanoli ........ 
karst caverns ...... 
Locanda Grande (Now Hotel Vanoli) .. "€ 

memorable dinner ........................ sss 85,97ff 


research, by investigators . 
train station... 


Via Marco Polo 
villa of Bacchus 
Turkish brawlers (young Turks, stats)................... 234 
Turkish businessmen (See also Brothers of the Skin). 
84,95,108 
The Unburdened Flesh (cult) ....................... 55,56,58 
Unwen Ga-Walith (Goth cult leader, stats)....166, 168, 
189f, 197 


final blow from Tillius Corvus 
Unwen's Hide (monster, stats).. 
What if Tillius does not kill Unwen? ... 
Ur-rinna dauthi-the risen dead (See also Fill and 
Grimmitha and Mustrigg).......................... 181 
Valerian Plague .............. 166, 168, 172, 175, 176, 177f 
upon death of Unwen 
Varangian guard (Constantinople guard, stats) ......73 
Duce ———Á——Á—— 81 
Venetian Doge (historical leader, See Doge of Venice) 
Venice Handout #1 
Venice Handout £2 
Venice Handout #3 
Venice Handout #4 


Venice, Italy 6,8], 8, 10, 9, 20 
Biblioteca Marciana .. 9, 14, 21, 23, 24, 45 
Ca Foscari university .... 
cam 


campo San Angelo 
canal stench 
census (ca.160,000) 
chapel of St. Isidoro... 
character of 
gondola (water taxi).. 
Grand Canal 


Palazzo Rezzoniani.... 
clock tower....... 
Piazza San Marco .. 
San Marco basilica .... 
San Maria Celeste church. 
San Michelle (cemetery island) ... 
St. Lucia station ......... 
vaporetti (water bus). 
Venetian, at siege..... 
Venetian, defined 
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Vinkovci Handout #1—Crusaders Tomb article .... 
135,139 

Vinkovci Handout £2- letter from Dr. Moric.. 138, 139 
140, 


133, 


Vinkovci Handout #3-note from Hotel Lehrner ... 
141 
Vinkovci H 
Vinkovci H š 
Vinkovci Handout #6-note and claim ticket.. duced 
Vinkovci Handout £7—notebook of Dr. Moric 
Vinkovci, Kingdom of the Serbs, Croats and Slovenes 
71,131 
about Vinkovci 
bombing of railway ... 
bookstore 
Bulatovic cement factory . 
census (с.10,000)......................................... 
Cibalis (newspaper) .. 
General Hospital ......................... sss 
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hotel Lehrner............................................ 32,140 
Hovart Brothers butcher shop........... 133,139,140 
Kunjevci hunting preserve .132, 141, 142, 144, 145 


Lovacki Dvorac hunting lodge .. 136, 140, 141, 142 

map of the town... 157 

Peoples Justice Army (LPV-Ljudi Pravosude 
Vojska) ... . 141, 142, 146, 147 

police or authorities ................................ 146,150 

Pouzdan Zalihi warehouse... 32,151 
railway station 


Rose Garden rooming house 49,150 
Wolves of Vinkovci (See main entry Wolves of 
Vinkovci) 

Voorish knife (See Mims Sahis) 

Voorish Temple 
diagram of temple 
inner sanctum & final battle... 
presenting the Voorish temple (box)... 
temple secrets 
trail to the temple... ertet 185 

Vukovi Vinkovcima (See Wolves of Vinkovci) 


Book $ 


ITALY & BEYOND 


Walker in the Woods (avatar of Shub-Niggurath, 


SEALS) Aeres 213f; 220, 224ff, 237, 230, 232 
Wellington, Edgar (taxidermist & occultis) ......... 122 
Wendigo (See Ithaqua) 


Winckelmann, Johann (dead Prussian archaeologist) 
81, 82, 84, 85, 86ff, 93, 97, 122 

—À 81, 85, 91, 93, 97, 98, 100 

ghost (aka Pale Stranger, stats)... 85, 96, 103, 112, 


114, 133 
medallions (See also Medallion of Ithaqua) 81,85, 
88 
sarcophagus of ... 87f 
Wind Walker (See Ithaqua) 
Wolves of Vinkovci (cult, stats).............. 133,142, 163 


background 
Brothers of the Skin chapter .. 
members (seven) 
Kasun, Bojun 
Kasun, Jovan 
Turato, Andro 
Turato, Jakob 


137,163 
137,163 


Turato, Tereza,.,................................... 137,163 
Zupan, Karel 
Zupan, Neza 
Yugoslavia (See Kingdom of Serbs, Croats and 
Slovenes) 
Zagreb Handout £1 .... 
Zagreb Handout £2 . 
Zagreb Handout #3. 
Zagreb Handout #4 .... 
Zagreb Handout #5 .... 
Zagreb Handout #6. 
Zagreb Handout £7 . 
Zagreb Handout #8. 
Zagreb Handout #9 .... 
Zagreb Handout #10 (always the last handout) ... 122, 
130 
Zagreb, Kingdom of the Serbs, Croats and Slovenes... 
117, 126 
Zara (Hungarian city) ....................... 45, 46,47, 51,71 
Zorzi (high priest, stats)... 61,74 


wey 150,163 
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